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‘The world may never be the some after Unreal is released.” bool 


YOUR REALITY ALTERED 


Interactive 

Soltware 


Unreal™ ©1997 Er 
collaboration with E 
Isatrarjemarkand 
WlriiJows® are reo 
trademarUol Intel l 


Ic Megagames, Inc. All Rigltis Reserved. Created by Epic Megagames. Inc. In 

e Extremes. Published and disiriOtjled byGTInteracirveSollwareCoio. GT™ 
Is a registered trademark ol GT Inieractive Soltware Corp. Microsolt® and 
Islereil trademarks oliMIcrosoft Corporation. MM!(™ and the MMX Logo™ are 
irpo ration. Al other trarlemarts are the properly ol their respective companies. 
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L editor 0 optimized for MMX ond leodini; 3D occelerotort 0 on endless multiplayer universe of user-ireoted, hot-linked levels 0 


downloading is believing 


register for shareware now 


unreal.gtgames.com 
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HardBall 6 ^ 

Gives new meaning to 
“take me out to the ball 
game” -including all 30 
Major League Baseball 
stadiums and teams in 
3D. Motion-captured 
players 

include minute details 
as names, 
numbers and 
authentic team logos 
their uniforms, 
try to hit this 
90MPH fast ball! 

1998 







StarCon 

The Star Control Saga 
continues. Battle your 
I way through space 
I with the most 
I immersive space 
I game ever designed, 
f , Third person 
!' perspective 
coupled with 
massively 
animated 
■x, fighters and 
[! carriers make 
r •; Star Con the 
r must have 
l\ action- 
[ } adventure. 

-Winter 1998 


Download the demos at: www.accolade.com 

Test Drive 4, HnrdBall® 6, and Redline are registered trademarks of Accolade, Inc. Test Drive 4 , Hardball, Redline © 1998 All rights reserved. 
The 3Dfx Interactive logo is a trademark of 3Dfx Interactive, Inc. All Rights Reserved, 





Test Drive 4 

Beauty vs. Beast - 
modem supercars 
battle the power 
of the past! Race 
your favorite of i 
1 0 vehicles on 6 I 
tracks through m 
the rain, snow ■' 
or bustling city 
streets. H 


-Now 

Available 


Redline 

The future of gang 
warfare! Work 
I your way through 
L the gang ranks by 
I foot or vehicle 
B through fully 
H destructible 3D 
H environments. 

Wage a one 
man crusade, 
or head to 
the Arena for 
mUk insane 
l' BEm . tnultiplayer 
^mB action. 


■Summer 

1998 
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3 UNicpus -ni-ieN Sf»ecies 

Whether you command the 
nomadic Terrans, mysterious 
Protoss, or voracious Zerg, 
you must devise totally unique 
strategies to master the 
specialized units, abilities, 
and technologies of each. 


' UNetpUOLED 
Cfim-F«ic3N -Editor ■ 


Construct individual ^ 
missions or entire 
campaigns with unrivaled 
options and ease. 


Intense Internet ComPETiTiaN 

Challenge the world with FREE* 
access to Blizzard's Battle. net.” Up to 
8 player Internet support including « 
worldwide player rankings, 
tournaments, and challenge ladders. 


■REVDLUTmNRRY SrECIRL EfRECTS 

Real-time light sourcing, true line ot sight, and 
an advanced translucency engine combine for 
unparalleled visual and tactical realism. 


mULTlRLE TRERTERS OR ERTTLE 

Engage in a deadly mix of space combat, 
planetary assault, and covert base infiltra- 
tion. Command Ghost Espionage Agents, 


Protoss High Templars, and Zerg Defilers as 



ENTERTAINMENT 


Ui LU tU.ELlZZEED. com 



you seek to conquer the galaxy. 


■.^nCnM 




Collector's Special Edition Boxes — Each box 
cover features one of StarCraft’s 3 species. 
Available for a limited time only. 
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“PC games are what I live for. 

I just love standing in front of my really big-screen television, totally immersed in a helicopter battle, 
fragging dinos or racing motorcycles at breakneck speed, it’s wild. And I like wild. Intergraph’s 



Intense 3D Voodod' add-in graphics card 

with its TV-out connector lets me live it! 1 just love this graphics card! 

And it supports the largest library of titles available for any 30 
accelerator. Its arcade-quality 3D graphics 'lire sooo painfully 
good\ And with 3Dfx^ Voodoo Rush"^ technology you 

world’s best combination of 2D and 3D graphics I’hat’s good, 
in addition to 3D games, 1 can rUn regular PC applications 

So, 1 can keep np my recipe files, chart the iips-and-downs of my stock portfolio and write letters 
to my Granny Yeah.. ..really! Now, you can have the same kind of PC game 
e.\periences I do. Jnst buy an Intense 3D Voodoo graphics accelerator. 

It's available at lots and lots of 
computer retailers." 


PC Game Champion, 
^Slash' Doolin, says 
"Get Really Intense with 
Intense 3D Voodoo!" 



Inciiides fiill-versioiis ofTUROK' : Diiiosiiiir IliiiUer, 
Molo Racer'" and Jane's " Longbow KX 

Intense 3D Voodoo delivers super-sharp graphics for 
stunning realism and intense game play. 



INTERGRAPH 

COMPUTER SYSTEMS 


Buy Intense 3D Voodoo at your local computer retailer. 
www.Intergraph.com/voodoo 1 -800-763-0242 

GO TO #072 @ www.computergamlng.com/infolink 






Conquer the galaxy through military action, diplomacy or covert operations. 
With Star Wars Rebellion, those are just a few of the ’ways to Implement strategy 
and tactics on a grand scale - with control of the Star Wars galaxy as the prize.' 
Command the Rebel Alliance or the Galactic Empire. Engage in spec tecula r battles. 
Earn thejoyalty (or resentment) of some 200 planets. Play in reaMn^S^^Egle play 
rrrode or two player mode over a network, the Internet or Is the 

Force^ivith you? Discover for yourself. 





I I 


TO CONTROL A WORLD-TO COMMAND A GALAXY 


For ^Virldows 95 CD-ROM 
vsTw w - lucasarts.com 
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Tlie #1 Compiiler Game Magazine i 


COVER STORY! 


ORY^ 


Caf!tain,,sen$ots indicatef the presence of 
Oeuerai cloaked Star Trek pames closing on 
our position; 1W0 of thein appear fo be ' 
maneuyering strategicaily, one moving rapid- 
ly, inhile another advances and then steps to 
consider ite next move, two of./ 
' . them -ate making. 


straight for. us with weapons loaded and . 
readV to fire. The last one is an adventure ■ 
game for whicti there are riq convenient 
metaphors. I suggest we raise shieids, order 
some take-Tiut, and prepare fqr-battle! . 


Science-Fiction Game Strmegies 


In Space, no one can hear, you, say, “Why can't 
■finish this dumb'game?l”' CGW comes to .the ■ 
.rescue, with the tips-yo.u need to- make that.^ ■ 
giant leap for .mankind, See f i',' 

our strategies for Wjng ' . 15^ 

Commander Prophecy, ■ ” j .- , 

Warhammer 40 , 000 : Final ; ,. ^ : 

Liberation, Uprising, G-Pqlice, 
and more ip “Gamer’s Edge'.’’ 


i-f 

You Can Kiii Kenny!!! 

And Gene Simmons, too! 
Killer Quake skins! 


Cover produced by Visionary Media, inc., 
Artists; Mike Jones, Eric Ronay, Xiang 
Dong Zou, and Ric Tringaii 



k HARDWARE 

nVidia NV4 Exclusive 
imi ThrustMaster Flight Pack ► 
iMH QuickShot 3D Striker 
tHil Cyberstuft VR Stick 
[01 Altec-Lansing USB Speakers 
EEEl Outlaw 3D 



^ GAMER'S EDGE 

FTiTI Wing Commander 
Prophecy 

KUbl Warhammer 40,000: 

Final Liberation 

Bili] Uprising 
yiH G-Police 
Sn Joint strike Fighter 
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Red Baron II 

30 

Quake II maps from id's 


DeathMatch Levels 


Scorpia's Tale: 


Battlespire 

30 

CG TipsI 


k COLUMNS 

m Johnny Wilson American vs. European Game Design 

iPJrl Loyd Case Windows 98...Should You Upgrade? 

SI3 Martin Cirulis What's the Deal With. ..Brains vs. Beauty? 


^ DEPARTMENTS 

y-trl Letters Our Readers Speak Out 

Ki^ READ.ME News, Views, and the Latest Releases 

^3 Top too Readers Rate the Top Games 

31] Hall of Fame Greatest Games of All Time 

313 On the CG-ROM What's on the CD and How to Use It 
3H GameSpot The Best Gaming Coverage Online 


► REVIEWS 

Reviews Introduction 
EED Reviews Index 


ACTIOH 


m Jedi Knight: Mysteries 
of the Sith ► 

[gpl x ■Men: The Ravages 
of Apocalypse 
[pn Tanarus 
iktl SubSpace 
Lkii Carmageddon 
Splat Pack ► 

[EH Balls of Steel 
[tU Team 47 GoMan 
iIrM Virus 

ilH Redneck Rampage: 
Suckin' Grits on Route 66 

lUrirl Battlespire> 
itH Beyond Time 





SIMULATIONS 


[Q] Air Warrior III ► 


tPM VR Baseball 
nin Andretti Racing 



STRATEGY/WAROAHES 


[E3 Dungeon Keeper: 

The Deeper Dungeons ► 
tHij Magic: Duels of the 
Planeswalkers 
[E3 Aide De Camp 2 
[E3 Evolution ► 


CLASSICS/PUZZLES 


tPH Monty Python's 
The Meaning of Life 
BOH Star Trek: The Game Show 
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Quake II Mission Pack: The Reckoning"' 01998 Id Soltware. Inc. All Rights Reserved. Developed by Xairix, Inc., lor Id Soltwarc. 
Inc. Olslrlbulod by Acllvislon, Inc., under license. OUAKE@ Is a registered trademark ot Id Sotiwaro. Inc. Quako II Mission Pack: The 
Reckoning'", Quako II'”, the Id Soltware'" name, llie Q II™ logo and the ld'“ logo ate trndflmar(i8;0(.ld Soltware, Inc, AcilvislonO 
Is a roglstoicd trademark ol Acllvislon, Inc. Xalrlx@ Is a registered trademark ol Xatrlx, Inc. All other trademarks and trade names 
ate the properties ol their respective ovrners. 





YOUIl- FR 
i-KD EEIA' 
Wlli TH 


EKDS 
.TIVES 

;irK YOU eie; 


the Quake II Mission Pack:- The Eeckoning'j 
15 never-hefore-seen levels to scour, added weapons to wieldJ 

and fresh foes to defe.atJ 
you won t want to he disturbed by anything ■ else j 


experience Tjioluminescent life forms, stalagmites and 
stalactites and other breathtaking environments. 


virtually undetectable, 
;ekks are lightning-fast creatures that will hunt you 
down, leaping from the shadows 
to claw or bite, even their acidic blood. is deadly. 


the trap sucks nearby enemies inside and turns them 
into food cubes for player consumption. 


Y 

OULD BE 
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AN OPFIOIAI.. ■> ’. I' 
" id AUTHORIZES 
MISSION PACK. . 

■ ^ V 







The future is Forsaken' 


...addictive multiplayer maps 
spectacular lighting effects.' 
We- were -left with our jaws 
on the ground." 


COMPUTER & NET PLAYER 


A stunning 360° shooter... 
at a constant eofps!" 


We can t wait to 
Deathmatch this!" 






IXaiHKJUATEI) 



From the Qaiivn of Man oomas the Oawii of War 


Enter a primitive wQPiil whert!^^^^ must tead cnc; ef thraa species - Gro-Magnon. 
Saurian, cr Npanderthal -.- in a fight fur suruiual. .Prctect ycur species against the 
hostile forces of extinction as you gather .mtiSimaitage resources, increase aitd diversify 
yo#^ tribe, and wage war a9ai|i^;|l^^^^ss enemies. Master new technologies and 
cast}^agical spells ii|.the/ultiiirate"ekpressiGn of. the survival of the fittest. 


-f inia^-Strategiy 50;0d0 2.0 


COMSmo SOON! 


IfsTme 


visit our website at .www.uie.ooni 

• 'GO TO #103 @ www.compulergaming.com/infolink 
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COMPUTER 

GAMES 

STRATEGY PLUS 


"LEGACY OF TIME IS A PREMIER DELICACY SERVED TO 
ADVENTURE GAMERS ON A GLISTENING SILVER PLATTER,.. 

Computer Games Strategy Plus 


..ONE OF THE BEST ADVENTURE GAMES OF THE YEAR 

Computer Gaming World 




BIGGEST ADVENTURE GAME OF THE YEAR 

y' ■ Gamecenter 


WfMNEill O'iF SiJtiNEWME^-i'Af 
ilN.yisTON Awards,/' \ 
incLuding Gold Award for/the 
Best AdventufsE/RolE Playing Title. ' 


For more information, 
CALL 1 - 800 - 474 - 0485 . 







1 BfoSefbund Software, Inc. All righls reserved. TM Journeyman Project and i 


I Pteslo Studios, Inc. Legacy ol Time r 


360° SCROLLING PANORAMIC ENVIRONMENTS IMMERSE YOU IN A FULLY NAVIGABLE 3D WORLD. 


Thousands of years ago the great civilizations of Shangri-la, El Dorado, 
AND Atlantis vanished. Behind their mysterious disappearance lies a 

LEGEND OF POWER AND DESTRUCTION THAT WILL ULTIMATELY DETERMINE THE 
FUTURE OF HUMANITY. AS GAGE BLACKWOOD, AGENT 5 OF THE TEMPORAL SECURITY 
Agency, you will travel through time, assume multiple identities, and 
weave your way through an intricate web OF puzzles. Hidden in these 

LOST WORLDS LIES THE KEY TO SURVIVAL. 


THE JOURNEYMAN P R O J E Cj T 

LEGACY 9r TIME 


GO TO #198 @ www.computergaming.com/infolink 


NOW SHIPPING 
www.legacyoftime.com 


Unlock secrets of the past by solving puzzles crucial to every step of your adventure. 


New, intuitive interface allows you to seamlessly navigate through ancient 

WORLDS from a FIRST-PERSON PERSPECTIVE. 


.-e Futurs. 

Vdu Must Entsr ths Post 



iLmMimmmmm 


PC Gamer 
Adrenaline Vault 


Computer Gaming World 
GameSpot GamerzEdge 


ASSBMB|.4i 


0 ®1998 Interplay Productions. All rights reserved. Fallout and Interplay are trademarks of Inlerplav 
Productions. All rights reserved. Windov;s®95 Is a registered trademark of Microsoft Corporation 
ESnB All righls reserved. All other trademarks and copyrights are properties of their respective owners. 
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Are US. 
Gamers 
Provincial? 

European and U.S. Games— 
Vive la Difference! 


I couldn’t believe I was 
being so candid. I was 
conversing with a 
European software 
executive at a cocktail 
party on the French 
Riviera, and the set- 
ting must have loos- 
ened me up. ‘To be 
honest,” I intoned as 
the self-appointed Ugly American, 

‘‘we used to have a term for Euro- 
pean software when I first came into 
the industry. We called it 'Eurotrash.”' 
I'm not sure I could have made a 
worse impression if I’d interrupted 
the elegant soire6 by dropping my 
hors d'oeuvre on her dress shoes. 

But let's face it, I didn't become the 
'‘jwilson slime” in Uuima Online by 
mincing words, did I? 

“Don’t worry," the former minister 
in me consoled her. “We don’t call it 
that anymore. 

"There was a good reason for 
calling it that in the old days," I said, 
continuing my brief history lecture. 

"At that time, much European soft- 
ware was unfinished. The shelf life in 
European retailers was so short that 
the publishers merely threw spaghet- 
ti on the walls to see what would 
stick, and the games were so tough 
that few gamers really finished them, 
anyway. We referred to run, shoot, 
and die-a-lot games with no real 
endings. And there were lots of fea- 
tures that were advertised and in 


place on the game interfaces that 
were never implemented when the 
software was shoved onto the 
shelves. Then along came compa- 
nies like Bullfrog, and our percep- 
tions of European software began to 
change. I'd have to say that they are 
very different, now.” 

She smiled a pleased smile, and I 

^ U We used 
to have a 
term for 
European 
software. We 
called it 
‘Eurotrash.’ 

found myself relieved that her eyes 
hadn’t glazed over and begun that 
virtual cursor scanning for someone 
more interesting with whom to con- 
verse. Then she asked a number of 
important questions. "What are the 
differences between European and 
U.S. games? Why don't extremely 
good games, such as Dungeon 
Keeper, do better in the States?" 

This column is a more considered 
version of the answers I gave her. 
Perhaps the insights will encourage 
some U.S. gamers to try some soft- 



ware they wouldn't ordinarily consid- 
er, and perhaps they will help some 
designers cross over into more glob- 
al design qualities. They are, of 
course, generalizations. As such, 
there is sure to be some debate in 
coming months. 

There appears to be a cultural 
dichotomy between depth and real- 
ism. Europeans like loads of deplh in 
(heir games. They like to microman- 
age systems, resources, characters, 
and units. As a result, they are very 
comfortable with menu-intensive 
screens that may go several screens 
deep within a given interface. U.S. 
gamers want ease-of-use. We want to 
be able to control whatever we can, 
but we want to gel to it quickly, make 
an adjustment, and get out. 

Gamers in the U.S. and Canada 
seem to like realism. We really care 
if the adjustment on a car doesn’t 
provide performance according to 
an accurate physics model. We real- 
ly care if the sports game can be 
edited to provide up-to-date authen- 
tic teams. European soccer games 
seldom contain all of the real players 
and teams, yet they seem to fare as 
well without them. We really care if 
all the features of a plane are in the 
product or not. European gamers 
would prefer to spend their time 
planning a fictitious mission and 
getting into hot air-to-air and air-to- 


ground action very quickly after that. 
Canal-f-, the French television chan- 
nel, has just introduced Alain 
Proust’s Grand Prix Racing. It looks 
nice, but doesn’t seem to have the 
robust set-up options of a CART 
Precision Racing or Grand Prix 
Legends. Gremlin is working on a 
hockey title for its new Fox Sports 
series of games. You can bet that 
the league play and editing functions 
will not be as robust as those in 
NHL ’98, but you may well have bet- 
ter control of the players. 

Further, Europeans tend to be 
more eclectic in their acceptance of 
art forms. They love 3D graphics like 
those in Cryo’s Gadget: Past as 
Future (based on Haruhiko Shono’s 
art concepts), Infogramme’s Outcast 
(first-person action in an alternale 
world). Gremlin’s Blade (a first-person 
medieval adventure), and Rushoown 
(3D racing in kayaks, on snowboards, 
and on bicycles); but they also 
embrace cartoon-style graphics, such 
as those in Infogramme's upcoming 
Jest (an adventure in the Discworld 
style) or comic art as in Psygnosis’ 
Shadow Master. 

In short, we should be happy we 
live in a world where we can get dif- 
ferent games from different cultures. 
One thing’s for sure: We don’t have 
the term “Eurotrash” to kick around 
anymore. % 








real people in real time. Check out WON and discover your FREEdom to play online. 



WORLD OPPONENT NETWORK 

www.won.net 
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Feeling Cheated 



No matter what I do, cheat #501 won’t work (“501 
Cheats,” #164). Is it even real? I assumed so since it was 
in your magazine. I’ve tried everything to get it to 
work, but it doesn’t. Wliat’s the deal? 

Dan Schnaible 
via the Internet 

Dun, Dull, Dm Yaur Idler represents hundreds marc all asking ilw same 
question. IVc were amazed at how many people put so much faith in CCW' 
t hat they ne\cr stopped to ask a few questions about that now-infamous 
chcal. 7 he cheat, of cot irsc, claimed la pru\ ide the h ill \ ersion of 
SrARCR-il'Thom WahCiwi'II. \Vc thought the line about the design 
team taking Iwo years off to \acalion in I lawaii was a dead giveaway, not 
to mention the fact that there’s never been a first-rate, never-beforc- 
rclca.scd title "hidden" in a three year-old-game. But wii believed ils. 
and for that ifc have only ourselves to blame for building your trust 
and then playing hawc wilhil.AlInvcaiisayiswv'rcsorri'toIcad 
you on and we promise not to ma.sk jokes uillisubllcgivcawais. 
hs'ow if you'll turn this magazine sideways you'll. sec a 51, 000 bill 
hidden helwcen the pages— that's a joke. See. wc'rc learning. 


JUST IN SLIME 


MINESWEEPER MANIAC 


I thought you'd like to know tluit sonic of the 
slimes in ON1.INE arc now called “jwil- 
son.” 1 giic,s,s Origin didn’t like CGVKgiving UO 
“'[Tic Coaster of the Year” s’crj' niiich, hehche. 

Phil Ryslov 
\ia the Internet 

Johnny Wdson responds: 

'Ihanks for watching out for me. Ihe truth 
is, "I'm slime and I'm proud!''! laving funny 
digs at industry people is a proud UiTlM\ tradi- 
tion. Pirl .Snikwah, the pirate leader in Ultima 
VW miOllS OF DlSTIM-, nws a slam at Trip 
Hawkins, founder of and SDO. Hawkins 
didn 'tget upset because be recognized that to 
he included in tin)' Ul.TlMX regardless of 
whether you are a good guv or a bad guy, is a 
real honor. 

Of course, I hope this doesn’t mean that Lord 
British has rc.scindcd my place in the Knights of 
Brillaiiia. 'I he plaque .still adonis iiiy wall and I 
still consider myself a loyal retainer of his lord- 
ship— c\en if my publication must bespeak trou- 
bles in the land. 


I recently started placing the games included 
\iilli Windows 95, N llN’rilSWEEPER in particular, and 
wondered if you gi.:)'s c\'cr play those gtinies. If )ou 
do, could you tell me \our high scores? Yeah, 1 
kiKA\’ those games are not "surrealistic ad\’cntitres 
tiiat will become a part of your world," but still, 
when 1 sec my brothers lime of 71 scc()iid.s in inter- 
mediate mode, 1 want to kick him in the nuts. 

Tsung-Yen Tsai 
\ia the Internet 

Tsung-Ycn,gogcl a job so von can play real 
games, and /ca\e yonr brother's nuts alone. Not 
another n ord from you. y oung man. 

TROLLING FOR CREDIT 

1 w'lis once (I’m asliamed to sa>’) a .subscriber of 
that "pseudo” gaming magazinc"PC 1 jmer” but 
now I’ve seen iIk- light!! Ton gins have tlie best gam- 
ing magazine in tiie world. Kec]) up the good work. 

Troll 
\ia the Internet 

Ihanks, Dad! 
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PLAYER STATIC 

Can IIk'SC -statistics l)c Inic (Player Stats, 
l^cad.Mc, //Ifi3)? Botli casual and core 
gamers make more than $60,000 a year? 
Wliat \\ ill tlie.se statistics do for tlie rest us? 

Its difficnil enoiigh supporting a 560-a- 
nionth habit, (even mure when you throw 
in tlr cost of constantly u|)gracling our 
c(|nipmcnt and purchasing Computer 
World every month) but now 
game publishers and peripheral inanufac- 
lurcrs will believe that we’re all iVlercedes- 
drh’ing, [xirtfolio-owning.Wall Street fal- 
cats ssith money to bum. 

As someone who works in the com])nlcr 
indastr.' (for a big-blue compam’) and barcK' 
makes os'cr 
$30,000 a year, 1 
know that this 
hobb\’ is expen- 
sive. \Vliat am 1 
to do? Quit 
plas’ing? Rnd a 
liigher-pii\'ing 
job? Maybe a 
commercial bj' 

Sally Stnitliers; 

"For the cost of 
ajellydonnl and 
a cup of coffee a 
da\;yon could 
help Brian play 
compiiler games for yet another month. . 

No. I’ll just have to bite tlx: bullet and 
reach esen deeper into niy vs'allct. But after 
seeing the average income of all computer 
game pla\ cr.s being .suinined up in a sticker- 
shock inducing statistic, 1 ha\e visions of the 
already expensis'e cost of games going ii[3 
from $d5-$3fl a game to $60-$70. Next 
lime, liy In keep this type of information 
under your hats, okay? 

Maybe if I just fed tlie kids peanut-butter 
sandwiches for tlie next inonlh, I could buy 
St:\rCiv\TT. Can an\’ readers lend me a 
coujrle of buck.s to buy a jar of Skippy'? 

Brian Wnie 
Via the Internet 

INTERSTATE MAP 

l,ast summer, 1 heard about a secjud to 
IVIERSTM !•; '76 that will be called iMKR- 


.STA'IK 77. It w'as supposed to be a stand- 
alone upgrade priced about at the \ainc of 
an expansion pack. Do you know whatev- 
er happened to it? 

Dan Upton 
Via the Internet 

Acliuilly. the full version is included on 
the nriginalgamc. . . oh no. let's not do that 
again. <g> Activision cxidcntly cancelled 
their plans for In’ikhs'IA'Ii: 77 Instead 
tbcv'rc releasing an c\pandcd version of the 
original game called lyjl'.ll'ilATE 76 
AiiSi-mi. R \ck. ThcARsi:x-\i Rack com- 
bines the iMi'RSiA'nc 76 GuiJ} EDinos 
nith the iMKRSTAn: 76Nnm P.\ck 

I.STtiRSlAii: 

76 Cold 
E omoMsa 
revamp of the 
original game, 
with Direct 
3D support, 
ncwdi^ciilt}' 
levels, and 
other 
improw- 
menls. 
hTERSTM]': 
76Nrnio 
R.ACKisan 
add-on 

mission disc with neii' mapons, cars, and 
20 new singh-pla}er and 30 new multiplay- 
er missions. All of these games should be 
available hy the time you read this, and if 
\vu haw the demo disc \rilh diis issue )vu 
can b) • out ibcAtLSIiXM. demo. 

7; Wepreferthatyouemailusat 
one of these addresses: 

Internet; CG\VLettcrs@zd.com 
CompuServe: 76703,622 
Or write to the following address; 
CGW, Letters to the Editor 
135 Main Street, (4lh Floor 
San Francisco, CA 94105 
Wcreseis'e the right to edit all 
letters hr space or clarity. 


t FRESH ROADtaiL INTERSTATE 76 ArSENAI 
updates and enhances Interstate 76 with 
new vehicles, weapons, and missions. 
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Unprecedenti ^fcRe alism 

?ain and sntjw quoiicli firt^SrS^vers hide (he 
unde«i(l, while mighty explfjsions and magic 
lightning ripple and char thq ground, sending 
lirfibs arcing through fhc air, trailing gore. 


Addictive Multiplayer Carnage 

r-rec' Internet games via bungie.noi let you battle 
to ihe top of worldwide rankings. Cooperate, 
play solo or in teams. Epic 16-player bloodbaths 
of Territories, Capture The Flag, and othersl 


BUNGiE 


mYtH 

■"mr ^ "Game OF 
the year!" 


Computer Games Strategy Plus 


Welcome to Myth: The Fallen Lords, a three-dimensional world where 
broken swords and bent arroiws litter the ground, and the blood of your 
enemies lies in pools at your feet. A world of harsh 
rain and breathtaking landscapes, where rivers 
reflect the haggard faces of soldiers and hide the ' 
rotten corpses of the undead. A world you can expe- t 

Hence from any point of view. Welcome to Myth: The Fallen ^ 

Lords, a world where terrifying myths have become reality. 

Check out the game that earned Computer Games Strategy Plus' "Game 
of The Year" and CGW's "Strategy Game of the Year" at 
www.bungie.com or call 800 295-0060 to get yours now! 
Available for Windows*'95 and Mac' 'OS 


Real-time Battle Strategy 

Winning roEiuirc’s a combinatiDD of precise 
conirol of formations and ruthless tactics as you 
struggle for high ground over 3D terrain. A. 3D 
camera lets you view the action from any angle. 


lo bungle net cY FREE. ttoYer H rcsponilblo for oppllcobk Inlcrncl lees. 


w.computergaming.com/infolink 


i; The Pollen lorrfcond bimgle rwl ore hoderorks of But)gie Softwore Products Cwpofolion. All rights reserved. O 1997 Bungle SoHvrtjro Products Corj 


And an Engaging Story! 

Plot and characters come alive through 
narration and animated clips. Battle betrayal and 
treachery in your own ranks ns The Fallen Lords 
threaten lo overrun the last strongholds of your 
ravaged and despairing world. 
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Edited by Charlotte Panther (CPanther@zd.com) 


OPEN THE GATE AND SALLY FORTH: Here you can ge 
idea of the larger building size. The portcullis can 
dropped on your enemies' heads. 


New Ages Take You From Short-swords to Gunpowder 



■r.. < . DvO.'J. AT/BILL’^ GATE-Thosfl n&vf siege- weapons . 
’ ^'-^{iawer^elt)-, 'called^rebuGhet^, cad fiurl bouiddrs*' 
O ‘ fong'dlstances,'';but tlfey ^re Imntoftable. ' 

-FT-c: 


C onquering kings will soon be able to extend their empires into a 
whole new era. Design lord Bruce Shelley is leading Ensemble 
Studios into the Dark Ages and beyond for Age of Empires II. 
Gamers will once again rule one of 12 cultures for a thousand 
years, this time from the fall of Rome through the Middle Ages. 
Microsoft has established the trade routes again, and the merchant ships are 
scheduled to sail this fall. 

Ensemble is using the same game engine for Age I!, but the scale has 
changed. Buildings and trees are now much larger, providing a more realistic set- 
ting for the units. Responding to user requests, Ensemble has created gates that 
can crush any unit. The overall map sizes have been increased: The largest map is 
300 percent larger than before and will take eight minutes for a soldier to traverse. 

With its larger buildings, the game appears more immersive and realistic, but 
units can also be "lost'' behind walls. Neither Shelley nor the overlords at 
Microsoft has yet devised a satisfactory means of dealing with this problem. 

The unit’s status bar helps identify its presence, but unselected units are, as 
yet. invisible behind buildings and walls. 


Players will rule one of 12 (possibly 13) cultures, including the Teutonic, 
Japanese, Byzantine, Viking, Mongol, and Celt civilizations. As in the first game, 
each civilization will have unique attributes, buildings, and technologies, as well 
as a particular combat unit based on its historical counterpart. Rulers will guide 
their civilizations in lour new ages: the Dark Age, the Feudal Age, the Castle 
Age, and the beginnings of the Gunpowder Age. 

Ensemble is endeavoring to broaden the game's victory conditions to allow 
victory through economic and diplomatic means. But of course, we play the 
game to crush our foes, so let's dispense with the economic crap and get to 
the combat changes. 

Players will be able to create military formations, and formation facing will 
become a factor. Age II will reportedly have better unit Al, and it will offer four 
unit Al settings: aggressive, reactive, defensive, and passive. In addition, you’ll 
be able to tell a unit to guard, patrol, scout, or follow another unit. Unit produc- 
tion will be made easier with the advent of unit queues and waypoints. 

It’s obvious from these changes that Microsoft and Ensemble are trying to 
implement ambitious design enhancements to what is widely acclaimed as an 
outstanding real-time strategy game. Whether they preserve the original game’s 
seductive accessibility remains to be seen, but we'll be sure to keep you 
informed as the game develops, — “Genghis Khen” Brown 


M icrosoft recently 

unveiled nine other 
games In development 
as well as a force-feedback 
gamepad. We covered some of 
these games in our March issue 
(OuTWARS and Urban Assault in 
Read.Me), but we’ll describe 
^ more of them, plus the new con- 
^ ' troller— and provide more 
details and screenshots of Age 
11— on our Web site at www. 
computergaming.com. 



Does DeathMatch 


Oh My God! They Killed Kenny! 

S o, you're ttie ultimate OuAKs-head, and you think you've seen 
it alt when it comes to DeathMatching. 8ut are you ready for 
a free-for-ait gorefest between Gene Simmons of Kiss, Kenny 
■from Southpark, and Astroboy? This dream matchup is now possi- 
ble with some riew Quake II skins, downloadable from 
PlanetQuake's Q2Pmp (player models pack) Web site, at • 
wv»w.planetquake. com/q2pmp/. 

Qua)^ II skins are fully animated, user-created character models 
that you can use in addition to the standard male and female charac- 
ters, There are mar^ models (of varying quality) available on the Web, 
and the PlanetQuake site reviews many of them with star ratings, so 
you can sort !he good from the bad before you dovmioad them. 

To, USB a skin, download the zip'lile'to your hard drive, (hen 
copy (he unzipped character folder into your Quake 11 player folder 
(for example. C;/Quake2/baseq2/piayers/Kenny). When you start 
Quake II. go to the Multiplayer Player Setup screen and toggle 
through the models until you find your new character skin. Note 
that all players must have the skin installed on their computers in 
order to see it. The skin will not affect your gameplay, but it defi- 
nitely adds, some spice to a DeathMatch. So what are you wailing 
for? Download some skins and kill Kenny yourself. Believe me, it 
leeis great! -Joe “The Lurking One’ Valllna 


Quake II Finally 

T he main problem with Quake II was that it lacked the 
multiplayer support (DM levels and co-op play) that 
made Quake such a hit. Well, id has spent the past 
few months creating eight original DeathMatch levels and 
reintroducing co-op play lor Quake II. These levels are avail- 
able for tree from id's Web site at www.idsottware. 
com. You can get them via patch 3.12. All retail copies of 
Quake II will now also include Ihe new DM levels and co-op 
play. -EIM “Gunboy" Chin 



Core gamers: 
9.3 years 


Casual gamers: 

B years 


Casual gamers: 

32 years old 


How Old Is ihe Average Gamer?i 


Source: The Strategy Group. 1997 


How Long Have Gamers Been i 
Playing Computer Games? I 



►►>Afiermionths of specu- 
latif^Electronic 
officially announced 
that it has signed a world- 
wide license for the inter- 
active entertainment rights 



to golfer Tiger Woods. EA 


will release its first Tiger 
Woods game for both the 
PC and the PlayStation 
this summer. Financial 
terms of the four-year 
agreement were not dis- 
closed. 

History was virtually 
rewritten recently when 
Northern general John 
Busterna (a.k.a. Viejo) sur- 
rendered to Confederate 
general Duane S. Russell, 
ending Sierra's Civil 
War Generals 2 online 
reenactment of the Civil 
War. Viejo and Russell will 
meet face to face when 
they get their grand prize: a 
trip to an actual Civil War 
reenactment in Charleslon, 
South Carolina 

►►>Oniine gaming service 
M p 1 a y e r recently closed 
a deal with Epic Mega- 
Games to bring the com- 
pany's upcoming 3D shoot- 
er. Unreal, to Mplayer's 
Action Channel. Unreal is 
slated for a late spring 1998 
ship date. In related news, 
iON Storm recently an- 
nounced that it has 
licensed the Unreal game 
engine for designer Warren 
Spector's upcoming 3D 
role-playing espionage 
game, Shooter. 




Flying Nightmares 2 on Hoid 






Team Reassigned to Confirmed Kill 


J ust prior to press time, Eidos 
announced that it has indefinitely 
postponed Flying Nightmares 2. and 
that the members of the team have been 
reassigned to other products. 

According to Producer Brian Walker, the 
project was experiencing delays-primarily 
the result of a "problem child” program- 
mer on the team. Walker’s efforts to have 
this person replaced or to bring another 
person in to supplement him were vetoed 
by two Eidos executives. Eventually Walker 
was able to bring Gary Stottlemeyer 
(Falcon 3.0, Reo Baron II) onto the team. 
After looking at the current state of the Al 
code, Stottlemeyer said he would need at 
least six months to set up a feature- 
complete executable, pushing the product 
to a probable Christmas 1998 release. 
Faced with this development. Walker says 
Eidos execs chose to suspend the prod- 
uct. In the meantime. Walker received a 
job offer from Origin/Jane’s Combat 
Simulations and, given his recent experi- 
ences with executive roadblocks, decided 
to accept. Walker stresses that his deci- 
sion to leave Eidos was not based on 
any lack of faith in FN2 or the team. 

In fact, FN2 may not be completely 
written off. According to Eidos 
spokesman Gary Keith, the project has 
been suspended-not killed-while the 
company evaluates how to complete it. 

The shelving of Flying Nightmares 
2 did give a boost to another Eidos 
project, the WWII sim Confirmed 
Kill. The remaining members of 
the FN2 team are now working on 
Confirmed Kill, and the increased 
manpower should finally get that 
long-delayed project out the door. 

Confirmed Kill, slated to begin 
a closed-beta test on TEN at the 
end of March, will feature Russian, 
European, Pacific, and African 
combat theaters. The initial 
release will let players stage 
online combat set in the battles of 


Midway, Kursk, and Britain. New battles 
(and appropriate aircraft) will be released 
every month or two. The first release will 
feature all human players, but the sim's 
modular design will allow Al aircraft to be 
added In future revisions. 

In other Eidos simulations news, the 
company has ended its relationship with 
developer Simis, so the Team Apache heli- 
copter sim is currently being shopped to 
other publishers. — Denny Alkin 


Confirmed Kill (above) is reaping rewards from FN2’s death. 


Also in the Works at Eidos . . 


A recent trip to Eidos 
revealed that the 
company has some 
other interesting products 
brewing, its major title for 
Christmas 1998 will be 
Omakron, a 3D 
action/adventure game in 
which you find yourself 
battling demons out to col- 
lect souls. Should you be 
killed, your soul will inhab- 
it the body nearest to you 
when you die. You’ll thus 
be reincarnated into 
one of 15 characters, 
including old men, 
old women, and even 
cats and dogs. 

While the 
adventure- 
game-style 
dialogue 
choices help 
define your 
different 
paths 

through the 
game, 
there are 
certain 
missions 
you must 
complete to 
succeed. 

Also in 
the works 
is CoM- 

MANOQs, a real- 
Omakron 


time multiplayer 
wargame, which— 
unlike Eidos’ upcom- 
ing RTS game, 

Dominion— takes an 
approach that’s com- 
pletely opposite from 
the traditional “har- 
vest, build, and 
attack” real-time 
model. The game 
takes place during 
the height of World War 
II. You control a small 
team of commandos and 
conduct various surgical 
strikes and special mis- 
sions for the Allies. The 
scenarios are very mission- 
based, with specific goals 
and objectives. The covert 
missions you’ll conduct 
include rescuing prisoners, 
destroying weapons plants, 
and infiltrating enemy 
buildings. Each member of 
your team will have special 
skills, and each mission 
will require deft use of 
each member’s skills. 

Finally, if you’re wonder- 
ing what became of 
Unfinished Business- the 
Tomb Raider add-on pack 
that we mentioned a while 
back— it’s now available as 
part of Tomb Raider Gold. 
The set includes four new 
levels along with a com- 


plete copy of the original 
Tomb Raider. Tomb Raider 
Gold is available for 
$29.99. To find out more 
about these games, head ti 
www.computergaming.com. 
—Charlotte Panther and 
Elliott Chin 
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MGM Interactive Creates a 3D 
Sequel to the Movie WarGames 

M yth was only the beginning ol a trend in 3D strategy gaming. Hot on its heels 
will be WarGames, MGM Interactive’s true 3D real-time strategy game. The 
game is based on the popular '80s movie that starred Matthew Broderick as a 
young hacker genius who takes on the misguided supercomputer WOPR. 

WarGames has 3D terrain and 3D units. It is 
set in the near future and assumes that the 
threat from WOPR has not been completely 
eliminated. In the film, WOPR took over the 
U.S. military’s nuclear missiles and threatened 
to start WWIII before Broderick’s character 
stopped it. In the game, WWIII has already 
begun, and NORAD (North American 
Aerospace Defense Command) forces are now 
battling WOPR’s robotic legions. 

You can play as either side, NORAD or WOPR, 
and each side has roughly analogous units (light 
infantry units, for example, versus light combat 
drones). As NORAD, you’ll command modern 
armor and infantry; as WOPR, you’ll command 
hovering drones, robots, and Mechlike walkers. 

By virtue of the 3D terrain, WarGames will take 
advantage of line-of-sight, elevation, and terrain effects. In addition, there will be various 
environments and climates, such as snowy alpine areas, that will affect and be affected by 
units (vehicles leave tracks in the snow, for example). The 3D graphics also allow the game 
to offer a fully rotatable camera, much like the one in Myth. You can also zoom in and out, 
although there are only two levels of zoom at this stage of development. 

Although I wasn’t able to see all the missions, or even test out the hackers for gathering 
money and intelligence from enemy computers, WarGames still looks promising. Its 3D 
isn’t as sophisticated as Myth’s, but WarGames is still only in beta stage. It should be opti- 
mized as it gets closer to MGM Interactive’s Q2 1998 release date. -EIM Chin 



PLAYING LATELY 


CGW Survey 

Mon^s on 
Last Month Chart 

1.Diamo(Biizzard/CUC) ■ 

3 

^ 12 

2. JedI Kniglit (UicasArts) 

2 

2 

3. Onake (Id Software) ' . 


16 

4. Total Annihilation (GT Interactive ) 

4 

2 

' S. Civilizalinn II (MicroProse) 

1 

: 23 

6. Fallnut (Interplay) 

'e 

2 


7. Panzer General il (SSi) 1 

8. Red Alen (WestwoodA/irgin) 8 13 

9. Heroes II: POL (New World Computing) • " 5 

10. Duke Nukem 3D (3D Realms/GT Interactive) 7 23 

1 0. Ultima Online (Origin/EA) . 1 

'Check your mailbox: We mail a suivey to 1,500 randomly-chosen subscribers 
each month. The results of Playing Lately Indicate what games readers are blow- 
ing the most lime on, as opposed to the reader's overall ‘quality ranking’ in the 


Top too. 

PC Data Bestsellers' 

Last Month 

1 . Deer Hunter (GTInteractive) 

9 

2. Mvst{RedOrb) 

4 

3 . Flight simulator 98 (MIcrosolt) : 

5 

4. Riven; The Sequel to Myst (Red Orb) 

1 

5. Quake 11 (id/Activision) 

2 

6. Tomb Raider II (Eidos) 

8 

7. Frogger (Hasbro fnleractive) 

7 

8. Monopoly (Westwood/Masbro Interactive) 


9. Age of Empires (Microsoft) 


1 8. Lego Island (Mindscape) 

6 

* ’ This lisi indicales what the lop-selllng PC games were, as calculated by PC 
Data, during January, 1998 


Short takes on games and hardware released just prior to press time. 


FRONT RACE SPORTS 
SKI RACING 

FPS Ski Racing does a good job of 
moving this sport forward for PC gamers. Ski Racing 
has a good-looking accelerated 3D-engine (provided 





you’ve got a 3Dfx-based card) and features six 
courses: Aspen, Vail, Mt. Bachelor, Whistler, Val 
d'tsere, and Garmisch. Force-feedback controller sup- 
port allows you to (eel the bumps and jumps on your 
way down the slope. Events include Downhill, Slalom, 
Gian! Slalom, and Super G. The courses make it very 
challenging to stay on track, and through all of them, 
control seemed to be a problem. Nonetheless, if 
you’re a hard-core ski buff, or a hard-core wannabe, 
Ski Racing is worth a took. -Dave Salvator 
Sierra Online, 

(800) 757-7707 
WWW. sierra. com 
PC CD-ROM 






WIPEOUT 
CD REPAIR KIT 

My first thought 
1 was that there ras 
‘ novrayinhelithis 
stuff would work, A foul- 
smelling, thick liquid that 
takes the scratches out of 
CDs? Right. Get a gnp. Well, 
guess what? I tried it on my scratched Soundgarden 
Badmotorfinger CD (Quake soundtrack extraordinaire), and 
it did work! Buy this stuff and use it. -Joe Vallina 
Esprit Development Corp., 
www.cdrepalr.com 




XH EXCOIR EXCOINXING Eire Y 


Expansion Disc to the hit 3D Combat 


New Units 


1^0 lif '4 ■ 





.J 
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Strategy Game Total Annihilation 


Praise for Total Annihilation 
^"Game of the Year" 

^ -GameSpot 


Strategy Game of the Year 
• -PC Gamer 


Leaves all other real-time strategy 
games in the stone age" ^ 

-Gaming Review 


Takes you where no real-time 
game has gone before" 
-Computer Gaming World 


Total Annihilation leads the way' 
-Computer Gaming World 


You will love this game 
-PC Games 


More I 
Missions 




TXmsOFTHg^PLANE^miXEBS^ 


THE CRITICS AGREE! 

“MicroProse's game offers weeks to months of gameplay." 
Computer Gaming World, June ’97 

★ ★★★ 

“Magic: The Gathering is just what the 
Samite Healer ordered.” 

Computer Games Strategy Plus, June ’97 

★★★★ 

“Magic: The Gathering Is a near-perfect 
translation of the card game.” 

PC Magazine, June ’97 

★★★★ 

“...hard-core gamers will appreciate the flexibility 
offered in the computer version.” 
iVetvsweek, April ’97 


Introducing everything you need 
to play Magtc‘‘ over the Internet. 


The Original [Vla^c...Only Better 

This special edition of Magic: The Gathering'^ for the 
PC includes the original game, plus buiit-in Internet 
multiplayer, an enhanced interface, and cards you can’t 
get anywhere else. 


IVluitiplayer Over the Internet 

With ManaLink”', Magic's Internet online 
system, wield your magic against human 
opponents around the world on 
GatheringNet at www.gathering.net. 

New Cards-A Powerful Expansion! 

Get over 80 new cards from Legends® 
and The Dark®. And, if you already own 
Magic: The Gathering for the PC, you’ll 
get a $15 rebate. So, get what it takes 
to reign supreme. Because this time, 
it’s the world you’re playing with. 



UPROSE 


Available on Windows* 95. 
Visit your local retailer or 
call 1-800695-GAME day 
or night (U.S. or Canada). 


GO TO #152 @ www.computergaming.com/infolink 



Role-Playing Orgy; Four New Collections 
Offer a Virtnal History of RPGs 


C apitalizing on the resurgence ol role-playing games 
(thanks to 1997’s awesome Fallout and Diablo), 
Interplay, Origin, and Sierra have just released a series 
of RPG collections that offer a sweeping overview ol computer 
role-playing games on just a few CDs. 

Leading the charge is Interplay, which, with Fallout and the 
upcoming Baldur’s Gate, is demonstrating a real commitment 
to the genre (despite the disastrous Descent to 
Undermountain, which should never have been released). Now 
the company is offering 24 classic role- 
playing games in two massive collections. 

The Ultimate RPG Collection brings 
together some of the best role-playing 
games ever made: The Bard’s Tale l-lfi 
and Construction Set, Might & Magic: 

World of Xeen, Ultima Under^vorlo i & II, 

Dragon Wars, Wasteland, and Wizardry 
Gold, The collection 
includes all the origi- 
nal manuals bundled 
in one giant book 
(suitable for bench- 
pressing). The only 
bummers in this oth- 
erwise must-have 
collection are the 
lack of some of the original game maps and the horrid over- 
sight in omitting the Bard's Tale II and III copy-protection 
code wheels. You’ll need to download these from Interplay’s 
Web site (wwwjnterplay.com) to get the games to run. 


In advance of Baldur’s Gate, an AD&D game set in the 
fvrgotten Realms world, Interplay has also released the 
Forgohen Realms Collection, which bundles the entire set of 12 
Forgotten Realms RPGs released over the past decade, includ- 
ing: Pool of Radiance, Curse of the Azure Bonds, Hillsfar, 
Secret of the Silver Blades, Pools of Darkness, Eye of the 
Beholder I-III, Dungeon Hack, Gateway to the Savage Frontier, 
Treasures of the Savage Frontier, and Menzoberranzan. 

Origin, now gearing up for Ultima IX, has just released the 
Ultima Collection, which 
packs every game of this 
popular series (except the 
Underworld games) on 
one CD. As a bonus, 
Origin includes 
Akalabeth, Richard 
Garriott’s first game, 
which he designed at age 
19 and which he 
acknowledges as the cata- 
lyst for his Ultima universe. Also included are all the original 
maps, interviews with Garriott, and a short preview of Ultima IX. 
It’s another can’t-miss purchase. 

Finally, Sierra, in anticipation of Quest for Glory V, recently 
released the Quest for Glory collection, which bundles the 
four previous games in Lori Cole’s wonderful adventure/RPG 
series. For those who want something a little less hard-core 
than the above collections, or for adventure gamers who have 
never taken the plunge into RPGs, this is the perfect place to 
start. -Jell Green 



Quest for Glory I 
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TEX MURPHY: OVERSEER 

The nev/est Tex Murphy game is actually one big 
flashback, showing us the story behind the intrepid 


detective’s very first case. Access has completely overhauled the 
interface, replacing the cluttered control-panel look of (he earlier 
games with a cleaner, user-friendlier letterboxed interface. The 
gameplay remains the same; You wonder 
through a virtual world solving puzzles and talk- 
ing to various people. Overseer comes on five 
CDs and one DVD, and apparently there's 
enough difference between the two to warrant 
replay. Ail In ail, this is another must-have lor 
fans of the series, marred only by the high sys- 
tem (iemri6s.-Thieriy Nguyen 
Access Software, 

(800) 800-4880 
www.AccessSaftware.com 
Win 95 CD-SONI/DVO-liOIVI 



Ps^anosis is upping 
its pilience in the simula- 
fiojilB market with two new 
titles: Wings of Destiny and 
Panzer Elite. Both titles will 
feature detailed dynamic 
campaign structures, com- 
prehensive battle-planning 
systems, and actual WWII 
battle scenarios. Wings of 
Destiny combines highly 
accurate flight-models with 
realistic air-combat. A ficti- 
tious war story— toid via a 
comic-book interface— 
develops through game- 
play, as players choose to 
side with either Axis or 
Allies in four campaigns 
with 50 historical missions. 
Wings will offer four types 
of aircraft to fly and up to 
20 nonplayer aircraft to 
dogfight. 

Panzer Elite simulates 
the combat environment of 
tanks in a WWII setting, fea- 
turing battles waged 
between German and 
American forces. Players 
can choose to play either 
side, and all scenarios are 
based upon actual lank bat- 
tles waged betv;een 1942 
and 1944. At press time, 
playable code for either of 
these products was not yet 
available, but stay tuned for 
a hands-on report. 

SquareSoft has 

informed us that it has 
decided to can the PC port 
tor Final Fantasy VI (No. 3 
in the series for the original 
SNES American release). 
SquareSoft had initially 
planned to make Final 
Fantasy V-VII available for 
the PC but decided that 
since FFVl was already 
available on the SNES, it 
would omit that episode 
and devote more time to 
the other titles. 
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Check Out Our New Gaming Website 

Diamond Underground 

http://www.cliamondmni.com/underground 



Want a killer 
experience? 
just check out 
Diamond’s 
new Monster 3D II. It’s the fastest 3Dfx 
Voodoo2 graphics weapon ever. Monster 3D II 
gives you more speed, more action, and more 
gaming power! It even works with your existing 
graphics card to deliver outstanding 3D depth 
for the most realistic gaming images. 


Fastest Voodoo2 Action! 

Monster 3D II features: 
•Screaming performance 




at over 60 frames a 

per second 

•Advanced MEGAMonster"' dual card 
feature for over 100 fps at 1024 x 768 gaming 

•Glide (Voodoo, Voodoo2), DirectsD, 
and OpenGL acceleration 

•Superior resolution support at 
800 X 600 with Z-buffer 


Monster 

3Dn 

Now More Than 

3 Times 

Faster 


SMB Z-Buffering: The Monster Advantage 

SMB of memory allows Monster 3D II to 
perform Z-buffering, so you can play games 
like Quake MTHexen H 7 ]edi Knight 7 Turok~ and 
more in 800 x 600 with incredible depth perception. 

Limited Time Offer For Monster 3D Owners 

Get a $50 Upgrade Rebate 
when you buy Monster 3D II. 

See retail box or diamond website for details of tbe mail-in-offer. 


MONSTROUS GAMING BUNDLE 

Monster 3D 11 comes with a collection of today’s hottest 
3D games, including the Limited Edition Star Wars 
Game Pack from Lucas Arts — a Diamond exclusive! 


• Special Edition Star War5'“Game Pack 
from LucasArts'" which includes; 

-Shadows of the Empire'' Battle of Hoth” 
-X-wing" vs. Tie Fighter': The Academy'" 

-Jedi Knight'"; Dark Forces'll-Pathways 
to the Force"' 

• Heavy Gear'" by Activisiori"-Full Version 
•TombRaider IT" by Eidos interactive’" 

Special Edition 
•Plus 3D Game Demos: 

Final Fantasy'," 

Daikatanai" Joint 
Strike Fighter'" and 
Flight Unlimited'" Accelerate your world. 




Enter the Monster 3D 11 


Sweepstakes by visiting our website at 


http://www.diamondmm.com/monster3D2 


GO TO #190 @ www.comoutergaming.com/infolink 


Diamond Multimedia Systems, Inc. Monster 3D is a trademark of Diamond Multimedia Systems, Inc. All other trademarks are the property of their respective owners. 









Copvriglit&’igoa Diamonil Muinmadia Syslems, Inc. andSDIx Inleracllve. Inc. All righls reseived. Diamond and the Diamond logo aic registered trademarks ot Diamond Mullimsdla^ 


Diamond’s Monster 
Voodoo^ 

Pixel-Crushing, Polygon Packin’, Hi-Res 
Full-Screen Speed Demon. 


• Clock over 60 frames per second 
■ Floor it with the MEGA-Monster dual card feature 
for over 100 fps and 1024x768 gaming 
* SMB or 12IV1B conflgurations 
• FREE games! Including the Limited Edition Star Wars 
Game Pack, Heavy Gear", TombRaider II “ 

Special Edition, and more. 






£S[ 3Dli Inleiaclive 



READ.HE 




ews 


very own edilor- 
Johnny Wilson, was 
th^ole U.S. representalive 
on the first “Games Jury" at 
Europe’s recent Milla D’Or 
awards. After much delibera- 
tion, the team of internation- 
al judges—chaired by Peter 
Molyneux, founder of 
Bullfrog Games and 
LionHead Studios— hon 
ored the following titles with 
genre-based awards: Final 
Fantasy VII (Adventure/RPG), 
NHL Hocksy '98 (Sports). 
Quake II (Online), G-Police 
(Action), F-22 Air Dominance 
Fighter (Sim), and Dungeon 
Keeper (Strategy), 

Molyneux, the creator of 
Dungeon Keeper, was asked 
to leave the room while the 
Strategy discussions took 
place, F-22 Air Dominance 
Fighter won Game of the 
Year for bringing more 
depth, innovation, and tech- 
nical excellence to its genre 
than did any other product. 
H-THasbro Interactive 
has entered into an agree- 
ment with Smart Games, 
Inc, to license and publish 
its line of mind-bending 
brainteasers, including 
Smart Games Challenge #1 
and Challenge #2, in addi- 
tion to future titles under 
the Smart Games brand. 

In related news, Hasbro 
is teaming up with 
DreamWorks Inter- 
active to develop a CD- 
ROM title based on 
DreamWorks’ upcoming 
action-adventure movie 
Small Soldiers. Hasbro’s 
game wiil allow kids to 
design and customize 
their own action-figures 
based upon characters 
from the movie. Dream- 
Works Interactive is also 
developing an action-strat- 
egy game for kids based 
on the film. 


Adventure Time 

Adventure Gaming Continues 
Its Renaissance With Three 
Grand New Titles 

A fter a long slump, adventure gaming has come back 
swinging, thanks to the recent reiease of a number of 
quaiity lilies, inciuding The Curse of Monkey isLANO, 

Blade Runner, Zork Grand iNOUisiTOR, and Tex Murphy: Overseer. 

Rjilowing on the heels of those high-profile titles are a few 
adventure games with much less hype that, nevertheless, may 
be worth watching for. 

One very promising title is Of Light ano Darkness-The Prophecy, an adventure game from Interplay’s Tribal Dreams division, which 
is also developing the upcoming Star Trek: Secret of Vulcan Fury (see this month's cover story). Of Light and Darkness is a surreal, 
3D adventure centered on that always-uplifting topic: the end of the world. Set in a fantasy world, with beautiful, original graphics, the 
game will be a time-based race to save humanity, with 10 possible endings ranging from apocalypse to paradise. This bizarre game 

left us scratching our heads when we first saw it 
a year ago, but a recent look showed it to be 
shaping up in grand fashion, with more focused 
and understandable gameplay. Look for it as a 
possible sleeper hit in 1998. 

Also due this year is Red Jack: Revenge of the 
Brethren, the latest adventure game from 
CyberFlix, the folks behind Dust and Titanic: 
Adventure Out of Time. The game mixes combat 
with traditional puzzle-solving, as you attempt to 
solve a series of brutal murders. And while it's a 
pirate story, it promises to be a much darker, 
more realistic tale than LucasArts' comic 
Monkey Island series. The game will feature 
completely 3D-rendered characters, with a SBO-degree panning camera and much more sophisticated character animation than that of 
Tranic or Dust. The technology, coupled with Cyberflix's always-slrong storytelling skills, makes Red Jack an intriguing entry. 

Finally, we took a look at Cydonia, a cool-look- 
ing science-fiction adventure developed by 
Aneiva and published by DreamCatcher 
Interactive. This four-CD game sends you crash- 
landing on Mars, where you must learn the lan- 
guage and culture of an ancient Martian civiliza- 
tion in order to escape. The most notable fea- 
ture is that the Martian landscapes in the game 
look completely realistic. And why nol-they 
were based on data culled from NASA. Multiple 
endings, voice-acting tv members of the 
Ashland (Oregon) Shakespeare Feslival, and an 
unabashedly hard-core sci-fi bent make this the 
strongest-looking sci-fi adventure in years. 

Watch for it this spring. -Jeff Green 



Cydonia 




Of Light and Darkness— The Prophecy 
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WARGAMES 


SKILL 


!0 wini you'Ve gotta pay tns pries* 
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syoRTSirtf action 


Let the games begin. 


The high cost of winning has just taken a lethal hit. Because Wal-MaiTs newly upgi-aded and expanded 
conipnlei- software department has stocked its shelves with all the latest and holiest games at eveiy day low 
prices. You'll have no problem finding all the action, combat, and sports software you can bandle. So come 
check us out. and see for voiirself how affordable the cost of winning has become. 

^ WAL-MART 


— i5~. jwj 

hnp://w\vw.wal-niart.fom 





THIS JUST IN 


PGL Wraps Up Its First Season 



T he inaugural season of 
the AMD Professional 
Gamers’ League con- 
cluded with a two-day tourna- 
ment in which those favored 
fo win did not disappoint and 
many of those fortunate 
enough to watch realized that 
competitive gaming could 
actually be compelling. The 
top 16 gamers of the PGL 
(eight players each for Quake and Red Alert) met at 
the GameWorks entertainment center in Seattle, 
where they battled in a head-to-head, double elimina- 
tion tournament for more than $65,000 in cash and 
prizes. After the virtual dust had settled. Thresh 
(a.k.a. Dennis Fong) walked aray with the top Quake 
honors and DeepBlue (a,k.a. David Margo) claimed 
the Red Alert title. 

While Thresh's triumph was no surprise to anyone 
who has witnessed his amazing Quake skills-he's the 
guy who won John Carmack's Ferrari last year at the 
Red Annihilation Tournament-he did not survive the 
event with his undefeated record intact. On the second 
day, Thresh suffered his first professional loss to 
Reptile (a.k.a. Jim Dangcil), He then fought his way up 
through the loser's bracket to reach the championship 
match; there he beat Reptile twice before claiming first 
place. DeepBlue, on the other hand, swept easily 
through the Red Alert tournament, defeating SoLjA 
(a.k.a. Cuong Tran) in the final match. 

As a spectator event. Quake, with its fast-paced 
action and easy-to follow scoring, proved the more 


Above: Thresh walked away with the Quake 
championship title, an AMD K6 gaming rig, 
and a check for $7,500. 

Below: The crowds gathered as competitors 
prepared to do battle in the Quake 
DeathMatch semifinals. 

appealing of the two games, (it helped that the Quake 
matches-complete with play-by-play announcing— 
were broadcast on large monitors throughout 
GameWorks.) 

The PGL plans to hold three more seasons this year, 
introducing different games and new categories each 
season. The second season is currently under way, 
with tournaments in Quake II, Total Annihilation, and a 
team version of Quake, The finals are slated to take 
place at E3 at the end of May. -Rebecca B Anderson 


CICA-BYTE GA-586SG MOTHERBOARD 


With all the hoopla surround- 
ing AGP graphics, some users of 
Pentium, K6, and Cyrix CPUs 
probably fee! left out, Giga-Byte 
has tried to find a solu- 
tion: a Socket 7 mother- 
board with AGP in theo- 
ry, 3D benchmarks and 
games with large textures 
should run faster on AGP 
than on PCI. That's not nec- 
essarily so. We compared 
the performance of the 586SG 
using the AGP version oi the STB 


Velocity 123 to an ASUS 
TX97-XE running the PCI version 
of the same graphics 


' 0.1 



card. Both testbeds 
had a 233MH2 Intel Pentium with 
MMX and 64MB of EDO DRAM. 


The SiS-equipped 586SG 
benchmarked slower all 
around than the PCI-only ASUS 
board. In fact, everything seemed 
slower, including most of the 
games we ran. Giga-Byle 
makes some very nice 
boards-particularly its 
6A686-LX Pentium il AGP 
board-but this isn’t one of 
them, -Loyd Case 
Giga-Byte, 

(818) 854-9340 
www.giga-byte.com 
PC Motherboard 
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Abyss: incident at Europa Sound Source 

Q3 96 

Aces: X-Fighters Sierra 

Q3 98 

Age of Empires 11 Ensemble/Microsoft 

Q4 98 

Asheron’s Call Turbine/Microsoft 

Q4 98 

Axis & Allies Hasbro 

Q398 

Battle ol Britain 1940 TalonSoft 

0398 

Battlewagons SSI 

Q396 

Blrtb ol the Federation MicroProse 

03 98 

Blackstone Chronicles ssi 

Q4 96 

Creatures II Mindscape 

04 98 

Descent Freespace Interplay 

Q298 

Duke Hukem Forever Apogee/SD Realms 

Q4 98 

Earthwomt Jim 3 interplay 

0298 

Extreme Warfare Red Orb 

Q3 98 

European Air War MicroProse 

Q298 

Falcon 4.0 MicroProse 

Q298 

Flanker 2.0 SSI 

Q398 

Freedom in the Galaxy Avalon Hill 

Q398 

Galactic Mirage Virgin 

Q2 98 

Game, Net & Match Blue Byte 

Q2 98 

Grand Prix Legends Papyrus 

Q2 98 

Great Battles of Julius Caesar I Magic 

Q2 98 

Guadalcanal Avalon Hill 

Q398 

IF/A*18 Inleracfir^ Magic 

Q298 

iA-10 Warthog Interactive Magic 

03 98 

l-War Ocean - 

02 98 

Jagged Alliance 11 Sir Tech 

Q298 

Jane’s F-15 Jane's/EA 

0298 

King’s Quest: Mask of Eternity Sierra 

04 98 

Klingon Honor Guard MicroProse 

04 98 

Mastermind Hasbro 

0398 

; MechWarrior ill MicroProse/FASA 

04 98 

MiGAIleyEmpim . 

. 02 98 

Might & Magic VI NewWorld/3DO 

02/98 

NHL Power Play 9B Virgin 

03 98 

Operational Art of War TalonSoft 

Q298 

Panzer Commander SSI 

Q298 

People's General SSI 

Q398 

Phanlom Ace Virgin 

. 03 98 

: Prey Apogee/3D Realms 

02 99 

Quest For Glory V Sierra 

0298 

; Rally Championship Virgin 

Q298 

Reach tor the Stars il MfcrosoftfSSG 

02 99 

Redguard Bethesda 

02 98 

Redtine Accolade . 

• 0298 

Return Fire 2 MGM 

03 98 

Return to Krandor Sierra 

04 98 

Revolution Fenris Woif/GF Interactive 

03 98 

Screamer 3 Virgin 

03 98 

Screamin' Demons Activision 

03 98 

SklesSegaSoft ' . • 

02 98 

Sanitarium ASC Games/DreamForge 

02 98 

Secret of Vutcan Fury interpl^ 

Q398 

Sid Meier's Alpha Ceniaurl Rraxis/EA 

02 98 

SimCitv 3000 Maxis 

02 98 

Sin Activision 

02 98 

Squad Leader Big Tlme/Avalon Hill 

04 98 

Star Control 4 Accolade 

Q4 98 

Star Trek: First Contact MicroProse 

0396 

Tomorrow Never Dies MGM 

0498 

Trespasser: Jurassic Pare DreamWorks 

02 98 

UbikCryo 

02 98 

UlUma tX Origin/EA 

04 98 

Ultimate Civ II MicroProse 

02 98 

Unreal Epic/QT interactive 

0396 

VR Baseball '99 Interplsv 

0298 

VR Powerboat Racing interpl^ 

0298 

Warhammer 40K: Chaos Gate SSi 

02 98 

Whistling Death Big Time/Avaton Mill 

03 98 

X'Files Adventure Game Fox interactive 

03 98 





MAGICS 


Youk Hm Dmi mm 44MSilBS Of Thrust* 

"■ u i .. . 


The U.S. Navy's hof new F/A-18E 
Super Hornet starts fleet aperations 
in 2003-but you can fly it TODAY! 


Pump the Super Hornet's 44,000 LBS 
of thrust into your computer and 
experience its high tech avionics 
and radar technologies yeors 
before it goes into service. 


PO Box 13491 
Research Triangle Park, 
North Carolina 27709 


Active Cockpit 

provides the most 
intuitive control system 
found in a flight sim, 


Multiplayer options 

let you play solo or 
battle your friends via 
modem or network. 


Visit your local retailer or call toll-free 1-800-789-1534 for additional information, 
and visit our website: www.imagicgames.com! 


Features: 


/Magic's TALON™ 
Campaign System 

gives you a brand new 
mission each and every 
time you play! 


DEMON™ Terrain 
Engine generates 
amazing 3D terrain 
theaters based on 
satellite imagery. 


Carrier missions give 
you the thrill of catapult 
takeoffs and landings 
on an aircraft carrier 
flight deck. 


iF/A 
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Voodoo' Hits Iho Shoots 



Creative’s board 


I f you’ve been following Ihe evolution of 3D 
graphics, then you've no doubt heard about 
SDfx’s Voodoo^ chipset, and the new boards 
that will use it. Three vendors. Creative Labs, 
Diamond Multimedia, and Jazz Multimedia have all 
announced Voodoo^-based parts, but as of this 
writing, only Creative Is actually shipping a product, 
We received it too late to review In this issue, but 
this article will tell you what we’ve found so far. We 
also received Diamond’s MonsterSD II with early 
beta drivers, and quickly put it through some paces. 

The arrival of Voodoo^ is a much-awaited event, 
but the online belching contest that’s gone on 
between Creative and Diamond has made for some 
added fireworks. Creative decided to use a Voodoo^ 
reference board layout, as well as SDfx’s reference 
drivers. By going this route, it was first to market, 
beating rival Diamond to the punch. For its part. 
Diamond has been casting aspersions on 
Creative's offering, stating that by waiting a little 
longer, and taking the time to 
tweak its drivers. Diamond will 
deliver the superior prod- 
uct. ..after Creative has deliv- 
ered its product. Both are 
offering 8MB (4MB frame- 
buffer, 2MB per texel engine) 
and 12MB (4MB frame-buffer, 

4MB per texel engine), and 
both have provisions for har- 
nessing two Voodoo^ boards 


using SDfx’s Scan-Line 
Interleave (SLI) technology, 
which supposedly doubles per- 
formance, So who’s got the real 
deal, and who's going to play 
second fiddle? At this point, we 
can’t really say, because 
Diamond doesn’t yet have ship- 
ping drivers. But here’s what 
we've seen so far. 

Creative’s 3D Blaster 
Voodoo^ began shipping at deadline time, and we 
took a took at how it fared against ihe current com- 
petition: original Voodoo, RIVA 128, Rendition 
V2200. and Intel’s 1740. For the lull story on how all 
of these fare, tune into next month's 3D graphics 
supplement. We tested Creative’s Voodoo^ part on 
a Pentium-ll 333MHz system, admittedly an 
extremely fast box, but we wanted to see how 
Voodoo^ would work with the fastest CPU we could 
get our hands on. 
The results are pretty 
surprising. Despite 
performing very weli 
on 3D WinBench 98 
(coming in at 726), 
this 3D Blaster's 
framerates in Turok, 
G-Police, Jedi Knight 
and Flight Simulator 
'98 were about the 


same as, or slower than. Voodoo-based boards, as 
well as boards using nVidia’s RtVA 128 and Intel’s 
i740. My impression is that in its haste to ship. 
Creative sent a stable, but relatively untuned 
DirectSD driver out the door. Looking at Quake II 
though, the 3D Blaster Voodoo^ blew away all com- 
ers with a whopping 71 .6fps running at 640x480. 

Diamond’s beta part, as one might expect, 
turned in slightly slower numbers, but its Direct3D 
game frame rates were for the most part nipping at 
Creative's heels. On Quake II however, Creative 
enjoyed about a lOfps edge. Remember, though. 
Diamond still isn’t shipping yet, so this isn’t much 
of a comparison. 

With Voodoo^, 3Dfx has hurled themselves 
toward the front of the performance curve yet 
again. How long they stay there Is another ques- 
tion. But Voodoo^, even with its not-quite-baked 
DirectSD drivers, still promises to be a solid per- 
former. -Dave Salvator 



Diamond’s board 



DEADLOCK II: 

meets the eye, but from first impressions, 

Ihe classic coin-op, however, this game 

ARMORED MOON 


SHRINE WARS 

the interface is bad and the gamepicy not 

lets you move over the entire screen. By 

Armored Moon delivers r ^ 


I actually liked the origt- ^ 

enough of a jump over the original. 

the same token, the aliens don't just stop 

a C&C-slyle game, in -A 


nat Deadlock, even though it turned out to 

-Elliott Chin 

at the bottom of the screen, but hang 

vrfiich players must chat- ^ ^ ^ 

CO 

be lacking in the depth and At depart- 

Accolade 

around and shoot from all angles. Power- 

lenge G7, “ihe world’s largest multinational 

s 

ments. Oeaolkk !!, released with little fan- 

(800) 245-7744 

ups change your weapon and shield 

enterprise," for dominance of Ihe moon 


fare ty Accolade, attempts to fix those 

WWW. accolade. com 

capabilities; aliens gel trickier as the lev- 

and access to its resources. Unfortunately, 


problems, but I can't play enough o( the 

PC CD-ROM 

els progress. The only reason to play 

the game’s uninspired graphics and 


game to find out if it succeeds. The inter- 


Demonstar is tiie better graphics. Even 

skimpy manual doom it. Excitement over 


face is too contusing, Hie gamepl^ is 

DEMONSTAR 

so, this is just old wine in a new bottle. 

this one is about as cold as the moon’s 


similar to the original, so I knew what to 

Ever since the advent 

-Matthew Schaeler 

atmospliere itselt. -lahsin Shamma 


do, but the problem was, i didn’t know 

of Space Invaders, there “A 

lonos 

MIcroForum 


how to do it. Accolade has made the inter- 

has been a slew of arcade ^ '' 

(602) 607-378S 

(800) 465-2323 


fece more jumbled and complicated. 

games with the same theme. Essentially, 

www.lonos.com 

www.microforum.com 


There could be more to this game than 

Oemonstar is more of the same. Unlike 

Win 95 CD-ROM 

PC CD-ROM 
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3D Performance Comparison • ZD 3D Winbench '98 


See It.' 

www.atitech.com/cgw 


computergaming.com/infolink 


and you’ll win eveiy time. 


M -it’s all in the cards. 


/fS 


POWERED BY ATI has the winning cards. Witness the 
industry^ most recent awards from PC 
, Magazine, PC World, PC/Computing and 
Boot, and ATIi partnership with the top 
ten OEMs. ATIS ace is our award-winning 
XPERT products available in both PC) or AGP Gamers go 
berserk over XPERT@Play's 3D features and performance, 
TV-out and video playback. Not to be outdone, 
XPERT®Work delivers maximum levels of business 
productivity with Industry leading 2D. 3D and video 
acceleration. And don't forget to add on ATl-TV ATIS 
TV tuner card. Eveiyone loves a winner - and thatS ATI. 

ATI is setting the new standard in 2D and 3D 
performance. Now ATI is even faster with the latest 
ATI RAGE PRO drivers. Check out our website at 
www.atitech.com/cgw 
for Information about 
ATIS most recent awards. 
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Can a modem hurl you into 
the center of a mosh pit? 

In a word, no. But with 
near CD-quality audio and 



DSdddd us. Robotics' 



smoother-streaming video, 
the new V.9o U.S. Robotics'® 
56K* standard modem, 
comes closer than ever 
before. It connects up to 
8o% faster than other 28.8 
modem brands. And it’s 
compatible with nine of the 
top ten Internet providers 
and over i,4oo more around 
the globe. No wonder 
U.S. Robotics is the world's 
bestselling modem. 

To learn more, contact a 
U.S. Robotics reseller or visit 
www.3com.com/56k. 
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Your Best Source for the Hottest Games in Development 


Dead Man 
Walking 

LucasArts’ Grim Fandango Takes Adventure Gaming to a New Dimension 

by Jeff Green 



At the heim of Grim Fandango is veteran 
LucasArts developer Tim Schafer, whose previ- 
ous works include the classic Day of the 
Tentacle and Full Throttle. Those familiar with 
these titles, however, should drop ail preconcep- 
tions and expectations. Grim Fandango is going 
to look, feel, and play differently than any other 
adventure game you’ve ever experienced. You 
want one example? How about a cast of charac- 
ters composed entirely of the dead, 

DARKER FORCES 

Grim Fandango, as first reported back in our 
November 1997 issue, is a crime story that mixes 
elements of film nolr with traditional Mexican folk- 


lore, The result Is a game that is both darker and 
more surreal than any previous LucasArts effort. 
The game takes place In the Land of the 
Dead-the first stop, according to Mexican folk- 
lore, of a soul when a person dies. Upon arrival, 
each soul must embark on a four-year journey 
across the Land of the Dead before coming to 
its final resfing place. Just how difficult this 
journey is depends on the kind of life one has 
lived. For Schafer, this presented an ideal set-up 
for an adventure game, in which the struggle to 
get out of the Land of the Dead might lead a 
soul to commit a dangerous, desperate act. 

The game’s main character is Manny 
Calavera ("calavera” is Spanish for “skull”), a 
hapless skeleton In the Land of 
the Dead, who Is stuck with the 
job of travel agent for the 
Department of Death. Every 
morning, Manny must don his 
Grim Reaper outfit (kept in a 
closet in his office), escort his 
newly deceased clients to the 
Land of the Dead, and set them 
on their four-year trek. 

Manny's job also requires him 
to sell, to those who quality, a 


H ow do you follow up one of the 
greatest adventure games of 
the past 10 years? That’s the 
challenge facing LucasArts in 
the wake of Curse of Monkey 
Island, last year’s comic mas- 
terpiece that walked away with 
every adventure-gaming award from virtually 
every major gaming publication, including this 
one. Well, the answer is Grim pANDANGO-a stun- 
ning game now in development, which promises 
to take LucasArts adventures into a v/hole new 
dimension (the third), while still providing fans the 
trademark laughs and puzzle-solving thrills we’ve 
come to expect. 




t DONT FEAR THE REAPER Meet Manny Catavera, travel 
agent for the Department of Death— known as the Grim 
Reaper to you. Don’t be scared though, Manny has big 
problems of his own, 

more efficient way-such as by rental car, boat, or lrain~of 
getting across the Land. The only way Manny himself will 
ever move on to his eternal rest is if he meets a certain 
sales quota. The trouble is, his good leads have all dried up, 
so, in a nod to David Mamet's modern noir drama 
Glengaffy Glen Boss. Manny decides to steal a lead. And 
this is where his problems begin. 

Grim Fandaugo plays out as a four-act drama over the 
course of four years (paralleling the four-year journey of 
the soul). Manny’s act leads him on a dangerous collision 
course with the game’s bad guy. Hector LeMans, who 
wants the stolen lead back. Manny also interacts with 
femme fatale Mercedes Colomar and a large orange 
demon by the name of Glottis, who becomes Manny’s pal 
and confidante. 

The four-year fimetabie gives Schafer the canvas on 
which to really develop the characters’ relationships, with 
fortunes and friendships rising and falling as the story 
progresses. The deeper story can be visibly seen in the 
phone-book-size script in Schafer's LucasArts office in 
Marin County. Schafer estimates the script to be about 
7,000 lines of dialogue, compared to the roughly 2,300 
lines of dialogue for Full Throhle. 

LIVING DEAD 

The film noir and Mexican folklore influences drive more 
than just the plot. They serve as the basis behind Grim 
Fandango's boldly original look, which combines preren- 
dered 2D backgrounds with 3D polygonal characters. 

The ominous, brilliantly detailed background art, archi- 
tecture, and lighting-designed by artist Peter Chan, also 
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Publishen LucasArts 


TIM’S DEAD GAME 
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lalking In to Tim Schafer's office at LucasArts, one can see just how much 
Grim Fandango has taken over his life. Scattered all around his office — 
along with a KISS Army painting, PaRappa the Rappa alarm clock, and 
Welcome Back Kotter lunch box— is a giant collection of Mexican Day of the Dead 
art, as well as the complete scripts of noir classics like Double Indemnity and 
the 70s noir homage Chinatown. 

We took a chunk of time out of Tim’s busy schedule to ask him a few 
9 questions about Grim Fandango. 


CGW: Where did the inspiration for the game come from? 

Schafer I’d been interested in the Mexican Day of the Dead ever since I took a folk- 
lore class at Berkeley. It’s a really Interesting holiday: The dead come back to the 
land of the living for one day to celebrate with loved ones. A story set in the land of 
the dead seemed like perfect adventure-game material to me. 


CGW: Where did the title come from? 

Schafer; Well, that's what the Day of the Dead is. A bittersweet celebration of death 
as a part of life. A morbid, lively dance— a grim fandango. I originally called it “Deeds 
of the Dead,” which also played off the Double Indemnity and Glengarry Glen Ross 
connections, but LucasArts has a rule about putting the word “dead” or “death" In 
game titles. Around this office, people just call it “Tim’s Dead Game.” 


CGW: Are you worried that some people are going to feel that you’re treading on, or 
making fun of, an ethnic heritage in this game? 

Schafer: I hope not. I feel that we’re treating the subject respectfully. We're not 
making fun of it, and we’re trying to be faithful to the culture. All of the voice acting 
for the game's major characters, including Manny, is being performed by Latino 
actors and actresses. 


CGW: What do you say to snobby computer gamers who worry about this game 
being influenced by Super Mario 64. 

Schafer: A lot of people who make adventure games don’t look outside the genre — 
and that can lead to a real stuffy attitude. I think there's something to learn from 
Mario without the game becoming a platform game. 


CGW: Can we expect to see any cameos in Grim Fandango, like Stan from Monkey 
Island, or Max? 

Schafen Well, you definitely won't see Max, since we aren't allowed to do that any- 
more [due to licensing issues]. But as for other cameos? What can I say? It’s a 
LucasArts game... 


CGW: Where'd you get that PaRappa the Rappa alarm clock? 
Schafer: A friend brought it back from Japan. Cool, Isn’t it? 


CGW: Yeah. Can we have it? 

Schafer: No. 
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YoUiWill be wrong. You WNilOVe your troops. YouwillcursBthelrnames. " 

“ YbuMII panics™ You'will respect ^ur enemy. ' ' ' . 

You Will pay thepric& ^qu faC© VOUr feat. 

yo»»lll.Moiii»MYoiJ will be exa^d you win ask for a seMnS chance.* 

IVU will UV WAUIIi^M^ , ■■■■■■ I 

You Will know what it is to command 

You are in command of Zulu Company of the ist 

Davion Guards. On the planet below, twelve MechWarriors^' 
await your orders, each voice a reminder of what’s at stake. 

Each decision you make, each parry and feint, bears 
consequence. You hesitate and the recruit you 
nurtured into an experienced MechWarrior is j » 
lost. His death is a stunning biow. The calis for 
backup, the missile impacts, the ammo bay 
explosion, and the scream as the piiot ejects. 

Ail play loud and clear. 


At mission’s end, you retrieve the 
survivors and their BattleMechs? Repair and ' 
refit what you can. Move your best MechWarriots into the best 
’Mechsf Trade equipment in or add a new pilot. Let an injured 
pilot heal, if you can spare him. The next mission beckons. 

This is MechCommander. 

You wiil know what it is to command. 



? © 1998 FASA Corporation. Published by MicroProse. MicroProse is a registered trademark of MicroProse, Inc. or its affiliated companies. SattleTecb, MecliWarrior. BattleMecb and 'Mech 
^ are Registered Trademarks and MechCommander is a Trademark of FASA Corporation. Used Under License. The FASA Interactive logo design is a Trademark of FASA interactive. Inc. 

I • All other trademarks are properties of their respective holders. 
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50 billion operations per second. 3 million triangles per second. Up to 1 2MB of ultra-fast, single-cycle DRAM. 
Two independent, on-board texture processors for single-pass trilinear filtering. Full triangle set-up processing. 
LOD MIP-mapping. Texture compositing, morphing and other complex effects. High-precision Z-buffering. 
True perspective correction with sub-pixel and sub-texel accuracy. As much as 3 times the performance of 

the previous generation of Voodoo-based accelerators. Yqjj yOU WdPlt 000 

Get it now at your Favorite retailer. Or visit us at www.soundblaster.com/voodoo2 For more inFo. 
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GRIM FANDANGO 



► COME HITHER? Manny’S attempts to help this 
comely young lass will get him into all sorts 
of trouble, as Grim pAnoaNGO twists and turns 
along its noirish plotline. 

Ihe lead conceptual designer on Jedi Knight- 
draws primarily on ’40s and ’50s American 
cinema. (Grim Fandango is, by the way, the first 
16-bit-color adventure game for LucasArts.) 

The wild character art and animation was 
inspired by Mexican Day of the Dead arf-as 
well as by Tim Burton's stop-motion animation 
film The Nighlmdre Before Christmas. All of the 
game’s characters are 3D models with primi- 
tive masklike skulls for heads and the kind of 
cartoony benf perspective found in Burton's 
film. The added twist is that all of the charac- 
ters' facial movements-including talking— are 
accomplished by 2D animation superimposed 
over the skull heads. The resulting effect is 
both creepy and funny, and guarantees that, if 
nothing else. Grim Fandango will be one of the 
coolest, weirdest-looking adventure games 
we’ve ever seen. 


SUPER MANNY -0 

Along with film noir and Mexican folklore, 
hovrever, there ms one other big influence on 
Schafer in designing Grim Fandango, one that 
had a drastic effect on how the game is played: 
Super Mario 64. 

"When I played Super Mario on the N64,’’ 
Schafer says, "it really changed my perspective 
on how things could be done in an adventure 
game. A 20 adventure is kind of distancing-but 
in Mario, you are there, you are the character." 

Schafer’s experience with Mario led him to 
decide for the first time to scrap the venerable 
SCUMM engine (the driving force behind every 
LucasArfs adventure game for years) and create, 
along with lead programmer Brel Mogiiefsky 
and other members of the team, a brand-new 
game engine. Gone are the "verb ring," the 
inventory box, and even the mouse cursor. In 
their place is an engine that LucasArts hopes 
will put you more in the game. 

As Mogiiefsky explains, "SCUMM was ideal- 
ly suited to 2D animation, but when it came 
time to do a 3D game, we knew we had to 
break away from it." Thus, instead of pointing 
to the screen and clicking to where you want 
Manny to go, you will now be able to drive the 
character in continuous motion, using, if you 
wish, a gamepad or an analog joystick. Instead 
of running your cursor all over the screen to 
find "hot spots" with which to interact, 

Manny's head will turn conspicuously toward 
any active area he approaches onscreen. 
Depending on what it is, you can then press a 
key to perform a standard adventure gaming 
action-such as examining or picking up an 
item, or talking to another character. 



r SNOWBOUND The Storyline in Grim Fandango encompasses 
way across the Land of the Dead, including a journey to a s 
of the game. 


36 game world as Manny makes his 
:overed Mayan temple near the end 
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Calling all 

Buttkicker Wannabe’s. 

Duke's been tramed and now 
he's in hiding. We need n new 
Duke end fast! Think you've got the 
light stuff? Come on down to 
www. ntn ames.com and if you 
can prove yeu're Duke enoegh 
yun'li appear in The Man's 
next big PiayStation'" hit. 

Duke NukemiTimeto Kiil. 
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$20 Rebate Offer 


AirWarriorli Owners 
call 1-800-789-1534 
or see game package 
for details ^ 


Now in three dimensions. 

(fear, adrenelin, and courage) 


The ultimate dogfighting simulation. 


Upgrade Offer 


Over 450 exciting missions, with six 
new campaigns including four Pacific 
campaigns 

Accelerator-enabled to display 

amazing 3-D graphics 

Four new Pacific planes — , j 

the Oscar, the Val, the « 

Kate, and the Zeke 

Improved, full-screen 

views, including 

gauges and live- 

action display --^BB 


New, highly realistic aircraft 
exterior and landscape artwork 
Enhanced artificial intelligence 
for more challenging gameplay 


Online access to Air Warrior 
3D Online 


All the missions, aircraft and 
features of the hit simulation 
AirWarriorli 


P.O.Box 13491 ■ Research Triangle Park • NC 27709 
Visit your local retailer or call toll free 1-800-789-1534 for more information 
www.imagicgames.com 
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GRIIVI FANDANGO 




► CAN THE DEAD BREATHE? Act 111 Of the fouf-act Story takes 
place in an underwater prison mine, with allusions to the 
Bogart classic Treasure of the Sierra Madre. 


The team’s goal with all the inter- 
face decisions was to keep things 
offscreen and out of the way as 
much as possible. They hope that 
this will help make the game, in 
Mogilefsky’s words, “as aesthetically 
pleasing as a film," The only con- 
cession the designers have had to 
make to adventure gaming conven- 
tions so far is to leave conversation 
text onscreen-though they admit 
that they originally toyed with the 
idea of losing that as well. 

Along with a more hidden inter- 
face, the new engine has enabled 
the designers to pull all sorts of visual tricks, 
including streaming video behind characters, 
multiple camera setups in the same space, and 
numerous camera cuts and angle changes as 
Manny maneuvers through the world, 

“Everything has been storyboarded out," 
says Mogilefsky. "It’s probably the most exten- 
sive storyboarding we've ever done. We bor- 
rowed a lot from film noir to give it a ’50s 
movie feel." 

The move to a sophisticated 3D-engine is 
going to require, of course, greater computing 
power than was needed with the old 2D adven- 
tures, but the designers are working to ensure 
that the game’s graphics (such as various lev- 
els of shadows) will be scalable without 
detracting from the experience, so that gamers 
with older machines will still be able to play. 
Those with higher-end machines, meanwhile, 
will be able to enjoy extra-special effects, such 
as the shimmer of water and ram. 


FUNNY BONES 

If any or all of this frightens or confuses the 
longtime adventure gamer, rest assured that 
the team is working to make sure that, despite 
all the revolutionary changes. Grim Fandango is 
going to feel just like a traditional LucasArts 
adventure. There's no platform or action ele- 
ments to contend with. It’s still a puzzle- and 
conversation-based adventure game, only one 
that’s been taken to the next level. 

And thankfully, despite the game's dark sub- 
ject matter. Grim Fandango still retains the classic 
LucasArts sense of humor. Expect the same 
ridiculous sight gags (such as dead, skeletal 
pigeons pecking at food), and the same laugh- 
out-loud situations and dialogue. A visit to one of 
the game's locations, a beatnik club for the 
undead, lets you jump onstage and create your 
own poetry, replete with such lines as '1 am your 
failure." Once you create your poem, look later in 
the game for one of the characters to steal it and 
recite it back to you. This has 
nothing to do with solving the 
game’s mysteries, of course, but 
is the kind of random, pointless 
humor that has always made the 
LucasArts adventures so fun. 

Few companies would have 
the inspiration or the nerve to 
attempt a story like Grim 
Fandango, and even fewer would 
have the talent to pull it off. 
Although the game stili has a 
long way to go before it ships this 
fall, it already is showing the 
makings of being one of the high- 
lights of 1998. especially for qual- 
ity-starved adventure gamers. % 


► ON THE ROAD Manny’S buddy throughout his adventures is 
a large orange demon by the name of Glottis, who drives a 
pretty wicked hot-rod. 
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ENOUGH? 


Prove it! 

1. Gc to www. iitn aiiies.coni 

2. Send us a snapshot of your 
best Dohe impersonation 

3. Answer a few questions 
about The Man 

Show us you've got the tight stuff 
and you'll win an appearance in Duke 
Nukem's next big PlnyStation" hit, 
Duke Nukemilime to Kill. 

Cnine get seme! 
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[ACTUAL GAHEPLAY SCREENS] 


Imagine screaming through the wind 

LIKE A RAZOR. SAVAGE THUNDER IN YOUR 
VEINS, BITTER LIGHTNING AT YOUR 
FINGERTIPS, Just strap yourself into 
Jane's F-15, the most authentic 
combat flight simulator ever. With 

FLIGHT MODELS BASED ON ACTUAL USAF 
DATA, it's an obsessive LEVEL OF 
ACCURACY THAT ONLY THE MILITARY 
EXPERTISE OF JANE'S CAN ACHIEVE, 

Don't worry about the butterflies in 

YOUR STOMACH. WHEN YOU HIT MACH 2, 
they'll be crushed. 


We Build Sims By the Book™ 
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COMBAT SIMULATOR 



We Build Sims By the Book™ 

www.f-15.cora 
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When we asked veteran F-15 pilots to 
PUT Jane's F-15 to the ultimate test, they 

WERE A BIT SKEPTICAL. BUT THEY WEREN'T 
PREPARED FOR JANE'S OBSESSIVE ATTENTION 
TO DETAIL - INNOVATIVE POINT-AND'CLICK 
COCKPIT INTERFACE, SMART BOMB CAMERAS, 
CASCADING TRACER FIRE AND MORE THAN 
THIRTY ACCURATE WEAPONS. "REAL" WASN'T THE 
ONLY FOUR-LETTER WORD THEY USED. 

Just the host frequent. 
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X-Commander 


All-New X-COM Takes the Bughunt to the Stars With Space-Sim Combat 


by Terry Coleman 



W hen I first saw X-COM: Apocalypse (the third 
X-COM installment) at a trade show a few 
years back, I asked one of the game’s design 
team why they were creating such a bleak 
futuristic setting for the popular 
sci-fi series. He replied, ‘This is 
really the only direction we 

thought the series could go." And when I asked him why they 
wouldn’t instead let us play the aliens this time, he responded, 

"Why would anyone want to do that?” Well, Apocalypse turned 
out to be a decent game, but for most gamers it fell well short 


of the original X-COM, and it lett many of us wondering from where our 
next fix of little green men would come. 

I’m sorry to have to report that the newest game in the X-COM series 
still won’t let me portray a Sectoid captain leading unspeakable horrors 
against milquetoast 
humans in some unpro- 
nounceable hamlet in 
Namibia or the Australian 
Outback. What X-COM: 
Interceptor does do, how- 
ever, is lake the familiar 
mix of evil aliens, sci-fi 
technology, and assorted 
pop culture, and move it 
from the strategy realm to 
that of space sims. 


► the better to see you with The cockpit view gives you plenty of 
ftavoi; such as dangling wires and an “I Brake for Sectoids" sticker 
but it’s hard to pass on the gorgeous open view. 


SAY IT AIN'T SO, XPRBL! 

Before you start screaming like civilians at a Muton terror attack, try 
taking a morale check, and think for a minute. What could be more 
appropriate for a game based on sci-fi B-movies than to move into the 
delightfully overblown world of space opera? In X-COM: Interceptor, 
instead of having a static X-COM turn-based screen in front of you to 
intercept flying saucers, you can now actually fly around and shoot down 
the oversized Frisbees in realtime. 

Better yet, you aren’t confined to the Earth's atmosphere. Interceptor 
lakes place on the galactic frontier, as humankind tries to tap outlying 
mineral-rich worlds to rebuild civilization after the desolation of the Alien 
Wars (the first two X-COMs). As you’d expect, our crafty alien enemies 
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X-COIVI: INTERCEPTOR 


not only have their eye on these same lucrative 
star systems, they also intend to utterly destroy 
the human race (every sentient being has a job 
to do). 

While gameplay is largely mission-based, the 
game's flavor is much closer to X-COM than to 
Wing Commander, You don’t have full-motion 
video clips of Mark Hamill assigning you to fly 
with a walking saber-toothed tiger for a wing- 
mate, for example. But what you give up in glitz 
you gain in flexibility, for the missions generate 
in similar fashion to those in the classic X-COM. 
You might fly escort duty for freighters, then 
turn around and defend your X-COM star base 
against an alien strike force, only to go asteroid- 
hopping immediately thereafter. Each game the 
missions generate anew, making for a lot of 
extra quality game time. 

Unlike in a typical space sim, you rarely have 
enough fighters to go around, especially in the 
early going. So, you have to fake chances with 
numbers of intercepting fighters, as you con- 
stantly wonder whether that alien blip on the 
scanner Is really a concerted attack on Earth, or 
just a feint? 

in addition to keeping your too-few intercep- 
tors up and flying, you also have to develop 
pilots, who are rated for accuracy, flying ability, 
intelligence, stamina, aggressiveness, bravery, 
health, and even Psionics, So, in typical X-COM 
fashion, half the fun is in the role-playing 
aspects of watching your pilots progress-and 
crying in your Arcturian beer when you lose 
one of your aces to vengeful aliens. 

STRATEGIC SPACE SIM? 

The best X-COM attribute in Interceptor— 
and sure to be the most controversial— is the 
heavy emphasis on strategy within the frame- 
work of a traditional space sim. Simply racing 
around the cosmos blasting everything in sight 
won't stem the tide of alien aggressors-you 
have to research alien technology to emerge 
triumphant, just as in any other X-COM game. 
Alien tech runs the gamut from better missiles 
and a dizzying array of beam weapons to better 
sensors, armor, and base defenses. The only dif- 
ference from earlier X-COMs is that you upload 
data to scientists on Earth, instead of having the 
lab coats underfoot. 

And in a page right out of Galactic 
Quartermaster Quarterly, you have a budget to 
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X -COM: UFO Defense may have 
been VGA, but it did a good 
job of capturing a B<movie 
atmospbera For Interceptor to feel 
like a true X-COM game, it must fol- 
low suit. As you can see from the 
sketches for the final product shown 
here, the artists have the right idea. 



worry about. Everything costs money, 
and all the good things in an X-COM 
Commander's life, like hotshot pilots 
and better hyperdrive engines, cost 
more. If all you want to do is hop into a 
fighter and blast things, you can-but 
be warned, you’re missing all the fun. 

Because, when you get past the initial 
training-type missions. Interceptor has 
the potential to be as deep and addic- 
tive as any X-COM in a long time. 

Don’t get me wrong: I’m a huge 
Wing Commander and TIE Fighter fan. 

But i’ve also longed to fight the whole 
war, from starry nebula to ominous 
asteroid belt, and Interceptor lets me 
do all that, in a gaming universe that 
I've enjoyed for five years. 

So, sure-l'll keep bugging MicroProse to let 
me play aliens in an updated classic X-COM 
slrategy game. But in the meantime. I'm 
impressed that they are injecting new life into 


this series, while staying true to the spirit of the 
original. Assuming that MicroProse continues to 
work on the enemy Al, X-COM: IrmERCEPTOR 
should be one of this year’s sleepers-even if it 
does straddle two gaming genres. % 
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That’s right — the PGL wHl hold its first All-Star Game 
live at E3 in Atlanta^ as part of the Season 2 championship 
festivities. Think of it as a cooler, more pixilated version 
of the ’96 Summer Olympics. Cast your vote online 
(www.pgl.com/all-star) for the very best all-time Quake® 
players. Six players will be chosen by YOU, the gaming 
community, with two additional players appointed by 
league officials. All eight will be flown to Atlanta in late 
May to compete on two four-player teams. 


CONTEST #2: “FANTASY 

Visit www.pgl.com/trifecta, and choose from among the top 
players favored to make the Season 2 Finals in - 
Quake II and Total Annihilation™. Make 
your picks for first, second, and third in 
each category: the person^. who predicts 
the exact order of finish in each genre 
(or comes closest) will win $1,000 !!! 

See Web site for details. 


Use the following clues to name the correct PGL star, and 
be entered in a drawing for $500 worth of PGL sponsor 
products. (Hint: visit the PGL web site’s “Player Profiles” area 
for clues). Entry form can be found at www.pgl.com/who 
0 I live in California SMS 

0 - I enjoy exercising and exorcising 
0 I’m a big L.A. Lakers fan 
0 My favorite number is unlucky 
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PGL SEASON 1 CHAMPIONSHIPS REPORT 


The 3M Volition Championships, the AMD PCL’s inaugural season 
finale, was a jaw-dropping spectacle witnessed by 10,000 live 
spectators at Gameworia In Seattle. Another 15,000 caught the 
action via All Games Network's webcast of the event. Check out 
www.pgl.com for RealVideo highlights and demos of the Quake 
^ finals matches. CONGRATULATIONS to Thresh (Quake champion) and 
DeepBlue (Red Alert™ Champion) for their victorious performances at 
the world’s first professional computer gaming ^ampionshipsl 


3M' Volition' 

Championships 
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TV.com, the nation's highest-rated show 1 
dedicated to computers and the Internet, 1 ' 
carries a PGL highlight segment twice per 
month. TV.com airs on over 120 broadcast 
teievision stations throughout the U.S. Check out 
the PGL Web Site at www.pgl.com for station 
and show time specifics. 
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JAGGED ALLIANCE 2 


'll mil II— I 


Gunning for a Repeat 

Sir-Tech’s Signature Franchise is Set for a Major Face-Lift 


by Loyd Case 

I an Curry, the lead designer for Jagged 
Alliance 2, gets 15 email messages a 
day about guns. It's quite amusing: 
apparently, says Curry, “Jagged Alliance 
became something of a gun enthusi- 
ast’s game." Aocording to Curry, who 
was discussing some of the aspects of 
the sequel, none of the original game’s design- 
ers knew much about guns. Now they do. 

The first Jagged Alliance game wrapped an 
interesting storyline around a limited, but highly 
entertaining, tactical-combat engine. Much of 
what fans liked about the original will remain 
intact. But, in hopes of making a good sequel, 
Sir-Tech is adding more elaborate design. 

Interestingly, Curry sees Jagged Alliance 2 
as a role-playing game. He suggests that the 
role-playing element in JA2 is stronger than in 
Diablo, though not up to, say. Fallout. One key 


RPG element that Sir-Tech has 
added (by request) is that the 
player character will now be 
one of the combatants. 



BIGGER AND BETTER With a bigger plying field as just one of its 
enhancements, jAcao Alliance 2 offers you a lot more territory to 
conquer than the first game did. 


IT'S ABOUT THE STORY 

Some Jagged Alliance fans 
were somewhat disappointed 
with Jagged Alliance: Deadly 
Games. The back story for the 
mission-based game was very 
limited, but its real strengths 
revolved around the multiplay- 
er game and its excellent sce- 
nario editor. 

JA2 is a definite return to 
the roots of the original. The 
story focuses on a conniving, female dictator 
who takes power by marrying the charismatic 
leader of a small country and then deposes 


him. Your goal is to restore the leader to his 
rightful position. 

As in Jagged Alliance, you hire a band of 






JACCEP ALLIANCE 2 



mercenaries, and then begin capturing 
territory, one region at a time. However, 
since this is an entire country, not a 
small island, there’s a lot more territory 
to capture. Despite the fact that your 
squads are small forces of up to 20 
combatants, moving around the coun- 
try can be a challenge. In order to tra- 
verse the expanded territory, vehicles 
now come into play. That’s right, the 
meres now have a license to drive- 
and that includes running over any 
poor sap who happens to be in their 
way. Additionally, there’s a helicopter 
that can move you about. 

You no longer have to hire soldiers 
from a single mercenary hiring board 
(AIM), as there's a competing company, started 
by a former AIM member. The competition is 
from MERC (More Economic Recruiting 
Center). Let’s just say it’s a low-budget opera- 
tion, with some potentially hiiarious-or disas- 
trous-side effects. However, it's also a place to 
hire cheap, low-level characters that, as befit a 
role-playing game, can be developed over lime. 

Your fighting force can expand from other 
sources, too. As you make your way around the 
country, you’ll encounter NPCs, Some NPCs 
can be recruited, either for money or out of 
patriotism. If a patriot is a good fighter, all the 
better, since they fight for free. 

Of course, any army for hire needs a con- 
stant influx of cash. The sole resource in the 
game comes from various mines scattered 
throughout the country. As you capture the 
mines, the local populace can mine them, sup- 
plying you with resources that can be turned 
into cash. This brings up another key point: 



RPG RTS The role-playing elements from Jagged 
Alliance return. You’ll occasionally encounter NPCs, 
some of whom you can recruit for your squad, 


Treating the local population with respect is crit- 
ical to your success. Gunning down civilians 
won’t engender cooperation and enthusiasm 
among the survivors. Your meres’ reputation 
also affects how civilians respond to you. 

As the story progresses, the despot will try to 
take back territory-especially mines. Part of 
her force is comprised of JA2’s vehicles and 
aircraft. This adds a strategic complexity that 
didn’t exist in Jagged Alliance. You now need to 
worry about how to neutralize enemy air assets, 
what reserves to keep for defense of key areas, 
and even how to fight enemy vehicles. 

One last role-playing element involves your 
player character. The hidden attributes of each 
character were always one of the more sophisti- 
cated features of the Jagged Alliance games. 


Some of these attributes delermihe how the 
character interacts with other people, how easi- 
ly the character panics, whether the character 
is a team player or a loner, and so on. Early in 
JA2, you determine your own character’s visi- 
ble and invisible attributes by anwering a series 
of questions. ULTiMA-style, ostensibly to build a 
"psych profile," 

The interface to the external world is now 
through a laptop computer rather than an office 
metaphor. You exchange messages with AIM 
and other contacts via email, and you can visit 
Web sites to recruit meres. This portable office 
makes more sense, since now you command 
your meres from the front lines. 


GUNS, GUNS, GUNS 

The tactical combat engine will be 
significantly spruced up. The most 
important change is the addition of a 
real-time combat engine. (Don’t fear- 
turn-based play will still be present in 
the classic way.) The JA2 team is work- 
ing to develop a sophisticated Al that 
operates in realtime. On the friendly 
side, you can give units general orders, 
such as commanding them to use cov- 
ering fire and hold ground. Enemy units 
are set similarly and often will simply 
wait in ambush. This avoids the all-too- 
familiar "rush to the center" tactics of 
many real-time games. Also, units will 
react to things going on nearby, unlike 
the "thumb-twiddlers’’ in many real-time games. 

The most visible change is the move to a 3D- 
like isometric view. While the object data is in 
3D, the graphics are still 2D. Since the game 
data is in 3D, though, interesting things can 
occur, such as meres climbing on top of things. 

Because of the game’s huge following 
among gun buffs, the JA2 team recruited a 
couple of firearm-savvy experts to help them 
improve the ballistics and weapons modeling. 
For example, high-powered rifle slugs can now 
penetrate a weak wooden structure to strike 
someone within. Additionally, combatants can 
target specific body areas. And the number of 
weapon types has been increased to nearly 50. 

The game engine is now a Windows 95 
DirectX engine, in full 16-bit color. This allows 


Sir-Tech to implement dynamic lighting effects 
and create more realistic graphics, 

LOCKED AND LOADED 

Schedules are aiwa^ iffy, but Sir-Tech is 
shooting for an early summer release. While I 
hope they resist the urge to ship JA2 before its 
lime, I can’t wail to get my hands on the final. 

Since the original Jagged Alliance, a number 
of squad-level, tactical combat games have 
emerged— some very good, some not. Jagged 
Alliance 2 has the right elements to be a hit, 
and Sir-Tech hopes it will be one that appeals 
to both strategy gamers and role-playing buffs. 
We’ll await the results eagerly, % 
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FINAL FANTASY Yll 



Finally, Final Fantasy 

SquareSoft’s Epic Final Fantasy VII Migrates to the PC 

by Thierry Nguyen 



YOUR TURN— AND HURRY! Final Fanta?^ VII 
combines both real-time and turn-based elements. 
Each combatant gets a turn, based on a running 
timer— so you may get attacked in midtum. 


L ast September, millions of 

PlayStation owners across the 
United States popped a game 
disc in their consoles and were 
greeted by a familiar piano 
melody. They pressed the Start 
button on their pads, sat back 
in their chairs, watched the opening movie, and 
became immediately entranced. The game, 
which sold millions of copies worldwide, was 
Final Fantasy VII, the latest console RPG (rom 
SquareSoft. Now, in a matter of months, com- 
puter gamers will finally get to see what all the 
ballyhoo is about. 

While series such as Wizardry and Ultima 
have dominated the computer RPG genre since 
the early '80s. Square Co. Ltd. in Japan has 
quietly defined the console 
RPG since its release of Final 
Fantasy I in 1987. Computer 
RPGs have usually been nonlin- 
ear, turn-based world-exploration games; the 
console RPG has gone for the emotional and 
epic storyline, with fast-paced real-time combat. 
With the release of Final Fantasy VII for the PC, 
these two subgenres will merge. 


very life energy of the planet (called "Mako") 
and use it as a power source. The player 
assumes the role of Cloud Strife, a mercenary 
who has been hired by Avalanche, an “environ- 
mental revolutionary" group, to help destabilize 
Shin-Ra by destroying its Mako reactors. What 
begins as a straightforward rebellion against the 
corporate government, however, soon 
becomes-through a series ot plot twists-a 
struggle for life itselt on the planet. 

RAGE AGAINST THE MACHINE 

Final Fantasy VII plays differently from any 
other computer RPG you’ve ever seen. You 
control a party of three characters (you choose 
from a list of nine and can switch characters on 
the fly) and spend the bulk of the game talking 


right character at the right place and time. 

The combat system in Final Fantasy is truly 
like no other. It’s a far cry from the turn-based 
combat of Fallout, but it’s not the mouse-click- 
ing frenzy of Diablo. When you enter combat, 
you’re taken you to a separate screen: Your 
parly occupies one side; your foes are lined up 
on the other. Each party member gets a turn in 
which to execute an action, whether it’s to 
attack, cast a spell, or use an item. Once a 
character has performed an action, he or she 
can’t act again until a certain amount of time 
passes, as indicated by a meter. Although 
the turn-taking resembles that of tradi- 
tional RPGs. it all happens in real- 
time, so the enemy can attack 
while you’re deciding, 
rather than wait for your 
turn to be complete. 
The magic sys- 
tem also differs 


FUTURE VERSUS FANTASY 

The Final Fantasy series has 
always emphasized plot. With each 
installment comes an incredibly 
immersive story filled with love, 
betrayal, and death in many forms; 
a story worthy of a film or novel- 
or some of the deeper computer 
adventure games. Final Fantasy VII 
is no exception. 

The game starts with the world 
under the domination of the Shin- 
Ra Corporation, a ruthless compa- 
ny that has learned to tap into the 
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FINAL FANTASY VII 





WHOLE NEW WORLD FINAL FA^J^ASY Vll’s graphics were justly praised as 

some of the best ever seen on a PlayStation. With 3D acceleration, they 

should be even better on the PC. 

dramatically from that in any other game. Rather 
than use reagents or spellbooks, the magic is 
dependent on an item called “Materia," or crys- 
tallized chunks of Mako energy. Different pieces 
of materia have different properties, and each 
chunk can be placed on any weapon or armor, 
affecting the outfitted character in unique ways. 

Not only does the item get the properties of the 
materia, but eaoh materia lets you cast different 
spells or execute different moves. Some allow 
you to cast regenerative spells; others let you 
summon powerful creatures into battle (a staple 
in Final Fantasy games). Materia also gains experience, so you can build 
up more powerful spells by using the same materia more often. With this 
magic system, the game essentially lets any character cast any spell, as 
long as the materia is available and the character has room to use it. 

FINAL LOOK 

The PC port of Final FAirasY VII is identical to the PlayStation version 
in terms of plot (despite rumors on the Internet); the main differences lie 
in technical enhancements. The most obvious difference between the PC 
port and the PlayStation game is the graphics acceleration. While there 
will be a software-only version (which we haven’t seen), Square is using 
DirectSD as the foundation for its graphics enhancements; the company 
is also talking to chipset makers (such as 3Dfx) about optimizing the 
engine for specific chips. 

We saw the game running DirectSD on a 3Dfx board, and the differ- 
ence is significant. Imagine the original PlayStation graphics, but with a 
much crisper look and running at a blazingly high frame rate. That's the 
advantage of 3D acceleration. The characters are all drawn in high resolu- 
tion, the backgrounds are filtered to look less pixelated, and the battle 
scenes include effects like smoke and translucency. And when Square 
turned on the frame-rate counter, we saw all these effects in the midst of 
battle at a blistering 60-70 frames per second, dipping lower only when 
enacting a complex summon spell on multiple creatures. The downside is 


that with all of these polygons tossed around in battle, Square is antici- 
pating a PI 66 as the minimum requirement. 

To make the game as pleasing to the ear as it is to the eye, Square has 
enlisted Yamaha to help convert the sounds and music. The PlayStation 
has its own MIDI chip, and Square didn’t want its quality music to be 
diluted by the FM synthesis chips found in most sound cards. With that 
in mind. Square asked Yamaha to develop a software synthesizer so that 
those with Sound Blaster 16 cards will get wavetable-quality music. And 
those of you who purchased Yamaha cards with the XG instrument set 
(general MIDI with some extras thrown in) will be rewarded with a more 
in-depth musical score, as all those instruments will be used. 

As for the control scheme. Square is disregarding the mouse (which 
wouldn’t really work) and opting for a base keyboard configuration with 
an emphasis on gamepad support. Since the game will use Direct Input, 
any DirectX-compliant gamepad will work. When we visited. Square was 
still implementing the configuration. 

For saving games. Square has retained the 
PlayStation holdover of 30 save slots, though 
the developers may add more and may let you 
name your games. The game is expected to 
take up about 200MB of hard-drive space, so 
that you don’t have to bear with the infamous 
load time of the PlayStation. And Square is 
cleaning up the translation text, so that phras- 
es like “They is sick" will hopefully be a thing 
of the past, 

CLOUD NINE 

As of this writing, SquareSoft had only the 
sound and one minigame left to test before going to beta, which the com- 
pany anticipates happening in March. With bug testing and fixing going 
on for a few months more, plus the duplication process, the game could 
still conceivably make a summer release. 

It really is a gamble as to whether or not the computer RPGer is ready 
for such a different play style. And Final Fantasy will influence the future 
of this subgenre, because if it can’t succeed on the PC. it’s hard to 
imagine what console game can. Whether or not people can throw away 
their old-school computer RPG training and embrace this completely 
new style is something to be watched when 
Final Fantasy VII finally arrives 
on the PC. % 


The Creators of 



Take You Dut 
OF THE Tunnels 
AND INTO THE 

Vast Wonders of 


S PACE 




Yau ARE Here : ■ 

(Yes. The mossive.copira] ship is the actual model from the gome. 

And yes. oil ships ore to scale.) 




Over 40 jQw-droppIng reol-fime ship's With dynpmti: lighfirtg. sfuiining effects, 
animation and unprecedented leveis of reali&m and detaii. 



Command inteliigent squadmates, redirect up 
to 12 wingmen and. request reinforcements for 
unb.eitevabiy. intense dogfights. 



3 unique species, each with their own 
strengths, weoknesses, tactics, ships, 
ond fighting chorocferisfics. 



--VV' -'V' 

aoB ----- f 


-TO , r i 



" 

t . fr- .. - :*•; Upi 




.. . ■ 


GO 'to #162 ■© wvi#icomputergarriing,com/inSlnk 



rV 



Organize "wings" of feommafes, frock 
' your stotisfics, ronking, dnd meSols - 
ogoinst- ployers from oil over Eortfr with 
1 6 PLAYER INTERNET support! • 


Choose from 8 different fighters ond 
bombers, outfit them with q wide array 
of advanced weoponry, * i 


Creote’your own detgiied’missidns' 
•using "FRED", the fuiiy-feorurecf 
mission editor. * * 


SH 


lr~"~ 





We Mean 






Engage in spoce . 



GameplaV as BIB as TtiE Capital Ship.s 


combat ogoinsf , • ' f 

mossive copifol. * ■ 

ships and destrdyers' 0 

of owesome size ^ . 
ond derail. * , ■-* 










Adi/QnQe'd QtTificiol Imelligence 
(Al) syStetin created by^e - 
some people that made 
JpESCENT so incredible. 


GO.ld #164 @ www,compOteitam[ng.com/infolink 




• Selectively forgershlp.subsyStems. 
^fensive turtets, and fighter'bdys with • . 
on in-depth HUD combat system. * 





when we set out to create Descent: FreeSpace - 
The Great War, our goal was the same as with Descent: 
We're going to create the kind of game we want to play. 


"We’ve been working on Descent: FreeSpace ■ The Great War for two years, 
longer than the original Descent. And it shows. The things Descent 
players will expect are all here: the best technology, the 

best A.i., the best physics, great gameplay and the continuous sense of 
wonder and surprise. It’s the kind of experience you can only create when 
you pour yourselves into your game for a very long time. 



Mike Kulas 

President of 
Volition and 
Designer of the 
award winning 
Descent and 
Descent II 


We learned a lot when we wrote the Descent A.I. and we applied all that to 
Descent: FreeSpace ■ The Great War. It's in a whole new class. The A.I. 
system is three times as large, much deeper and much more 
flexible. Every ship has its own set of goals it pursues through an 
environment that is the richest ever. We observed how human players handle 
complex situations and coded the A.i. to do the same intelligent things. 

In Descent: FreeSpace ■ The Great War, everything you do has an important 
consequence. Not only is the mission branching non-linear, but the choices 
you make in a mission, such as whether to protect a ship, can have profound 

^consequences. This offers almost limitless replayability. 

Descent: FreeSpace ■ The Great War will be the greatest multiplayer space sim 
ever. In fact, multiplayer code was planned from day one. Plus, we're 
launching a free matching and tracking service through our website. You'll 
always be able to find a game on the Internet. And we're going to track 
games so everyone will know who are the best players in the world. 

When Descent: FreeSpace - The Great War ships this April, it will do to the space 
combat market what Descent did to first person shooters. We will have 
set the new standard everyone else will have to measure up to." 
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PANZER COMIVIANDER 



SSI Steppes Out 

Panzer Commander Is a Potential Breakthrough WWII Tank Sim 


by Patrick Miller 



armies. There are approximately 10 scenarios 
lor each nationality, plus 6 historical cam- 
paigns, each of which has 24 to 33 linear sce- 
narios, As the commander, you can opt to coor- 
dinate your platoon's activities during combat 
or take control of different stations in your tank. 
These include the driver, gunner, and hull 
machine-gunner. The commander has buttoned 
and unbuttoned views, as well as an unbut- 
toned binocular zoom view. 

“We aren’t trying to do anything other than 
make a fun, reasonably realistic simulation," 
says Rick Martinez of SSI, Panzer Commander’s 
producer. While the sim does strive to immerse 
you in WWiI tank atmosphere, it occasionally 
sacrifices strict adherence to accuracy and real- 
ism for gameplay. 

For example, players will have the choice of 
firing either armor-piercing (AP) or high-explo- 
sive (HE) ammunition, even though most tanks 
carried a wider variety of rounds. During a cam- 
paign, it’s assumed that tanks will have the best 
AP round available for the time period in which 


T he success of MicroProse’s Ml 
Tank Platoon left many armor 
fans hoping that a WWII tank 
simulation would soon follow in 
the tracks of that classic game. 
Yet in the past nine years, pub- 
lishers have focused on the Ml 
Abrams, ignoring the huge potential of simulat- 
ing other armored vehicles and conflicts during 
and after World War II. 

With the scheduled release of Panzer 
Commander in May, however, SSI will launch a 
blitzkrieg into this long-neglected area. Dave 
Bringhurst and Troy Herre of Ultimation devel- 
oped the game engine that powers Panzer 
Commander and have working with SSI for two 
years to prepare the final product. From what 
we’ve seen so far, it’s been well worth the wait. 


INTO THE BREECH 

In this game, you 
portray a tank platoon 
commander in either 


you have no control over support vehicles, 
artillery barrages, or close air support. 


TREADS TURNING HEADS 

Graphically Panzer Commander promises to 
be one of the best armored-warfare simulations 
yet. The game features real-time 3D rendering, 
texture mapping, directional lighting, fog 
effects, and support for many popular 3D accel- 
erators. All vehicle types are highly detailed and 
can be easily recognized. There are winter, 
summer, and desert camouflage schemes. 
Some vehicles feature crew-painted artwork, 
such as Soviet political slogans. 

In Panzer Commander, you’ll be able to drive 
14 German, 11 Russian, 10 British, and 5 
American vehicles (see sidebar); the game also 
includes numerous support vehicles (which you 
can't drive). You won’t see infantry moving 
around the battlefield. Mechanized infantry is 
represented by half-track mounted troops. In 
some missions, your tank platoon will be called 
upon to clear out infantry strongholds, such as 
bunkers, and antitank 
weapons. 



PANZER COIVIIVIANPER 



Infantry can occupy buildings, making lank battles 
in towns as hazardous as they were in real life. 

Despite SSI’s history of producing wargames that 
feature campaigns with British and American armor, 
Panzer Commander curiously offers campaigns from 
the German and Russian perspectives only. As 
Martinez explains, that's because when engagements 
are condensed down to the tank-against-tank level, 
the inferiority of Western armor becomes more pro- 
nounced— and not much fun. German campaigns are 
with the Grossdeutschland, 2nd, and 21st divisions; 
Russian campaigns are with the 5th, 8th, and 12th 
Guards divisions. 

REALITY FIGHTS 

The Sim does a nice job of portraying vehicle 
physics. As tanks move, their road wheels rise and 
dip with each bump and indentation in the ground. 
When a tank fires its main gun, the vehicle recoils 
from the force and a plume of smoke streams from 
its barrel. Tanks slow as they climb hills and will slip 
and slide on ice and mud. 

The armor effectiveness for each vehicle is rated 
on the turret front, turret side, hull front, hull side, 
and top. Armor slope and the angle at which a shot 
strikes the armor are calcu- 
lated to determine whether 
the shot penetrates. Tanks 
can suffer a variety of dam- 
age, including damaged 
guns, tracks, and crew 
casualties. Other aspects 
modeled include rate of tur- 
ret rotation and vehicle 
power-lo-weight ratio. Tank 
crews are rated for skill and 
morale, which can improve 


in the course of a campaign. 

To extend the game’s replay value, 
the developers plan to include a full- 
featured scenario editor to enable 
players to create battles from history 
or hypothetical engagements. "You 
will have the same power to make 
scenarios as the SSI design team,” 
Martinez says. 

Terrain can be sculpted to create 
hills and valleys of varying grades. 
Players have the option of setting 
weather, victory conditions, unit types, 
and unit behavior. Forests, hedges, 
walls, roads, bridges, and a wide vari- 
ety of military and civilian structures are also available, 

TANK VERSUS TANK 

Multiplayer capability for head-to-head and net- 
worked gaming will also be included, along with 12 
multiplayer scenarios. Game types will feature cap- 
ture-the-flag battles, free-for-alls, three-on-three duels, 
and two-player games in which each person com- 
mands a tank platoon. 

SSI says the minimum requirements for this game 
will be a 1 33MHz Pentium, 1 6MB RAM, and a 4x 
CD-ROM. I ran the beta (on which this preview is 
based) on a 166MHz MMX Pentium with 32MB 
RAM, a 24x CD-ROM, and an Orchid Righteous 3D 
accelerator, which is very similar to SSI's recom- 
mended system requirements. On this system, the 
action was impressively smooth, even when multiple 
vehicles were engaged in combat. 

Martinez says the game will support ThrustMaster 
and CH Products joystick and pedal controls, 
although the game proved surprisingly easy to play 
using the keyboard alone. One important aspect of 
the game that couldn’t be judged for this preview is 
its artificial intelligence, Martinez is confident that the 
tactical Al, based on a threat-assessment system, will 
be realistic and workable. 

The appeal of Panzer 
Commander is obvious, as fans of 
World War II armor will at last be 
able to battle with German Tigers 
at Kursk, set American Shermans 
ablaze in the Ardennes, and joust 
with the Desert Fox in North 
Africa. Considering how long 
we’ve been waiting, here’s hop- 
ing the game lives up to its huge 
potential. % 



Armored Fighting 
Vehicies at Your 
Command 


P ANZER Commander provides 
40 German, Russian, 
American, and British vehi- 
cles for players to command from 
the beginning of the war in 1939 
to its end in 1945, Although each 
vehicle features distinctive external 
characteristics, there will be only 
one interior for each nationality. 

“We spent a great deal of time 
crawling around inside of tanks 
and photographing them," says 
Martinez. "You’d be amazed at 
how similar the interiors of tanks 
from the same nationality look." 

In addition, there are 20 non- 
drivable support vehicles, including 
tmcks, armored cars, assault 
guns, tank destroyers, half tracks, 
and weapons carriers— every bit as 
detailed in appearance and perfor- 
mance as the tanks. Martinez hint- 
ed that SSi might give players the 
ability to hack game files to com- 
mand support vehicles as well. 


VEHICLES MODELED FOR 
PANZER COMMANDER 
German 

PzKptw 38t Skoda 
PzKpfw iil ausf. F, G, H, J 
PzKpfw !V ausf. F2, G,H,J 
PzKpfw IV "Tiger” ausf. E 
PzKpfw V “Panther” ausf. D, A, G 
PzKpfw IV “Tiger H” ausf. B 

Russian 

BT-5 

8T-7 

KV-1A. tC, IS 
T34/76A, B, C 
KV-85 

IS-tl Josef Stalin 
T34/85 

American 

M4A3 Sherman 
M4A3E8 Sherman (Easy Eight) 
M4A3E2 Sherman (Jumbo) 

M24 Chafee 
M26 Pershing 

British 

Matilda Mk, II 
Cruiser Mk. VI Crusader i 
WIentIne Mk. IX 
Churchill !V 

Cruiser Mk, 111 Cromwell I, ill. IV.Vil 

Cruiser Comet 

Firefly 



JOIN THE RANGERS, 

SEE THE WORLD ^ 
SpecOps: Rangers 
Lead the Way takes 
you from snowy 
Korean forests to 
steamy South 
American jungles. 


RANGERS NEVER 
GO IT ALONE 


RANGERS ALWAYS j 
SWEAT THE DETAILS 


A second Ranger 
goes where you go, 
watching your back, 
following your 
commands -and trusting 
you with his life. 


From uniforms and 
vehicles to the 
foreign languages ' 
spoken by enemy 
soldiers, everything 
is authentic. 


Like the U.S. Army Rangers, SpecOps: Rangers Lead the Way isn't far lightweights. It's intensely real, with motion-capture technology, photorealistic textures, stunning 
outdoor 3D environments and actual ambient and weapons sounds. Your missions range from blowing up SCUD bases in North Korea to rescuing hostages in Afghanistan. You 
might even receive a medal. Sut that's not why you signed up. You joined to uphold the honor of the Rangers and your country. So let's go, soldier. Your country needs you. 




Rangers Lead the Wav 


Your CGUNTUY. 
Your HONOR. 
Your TURN. 

GO TO #074 <§> www.computergaining.com/infolink 


most 


AMERICA i] 1 13 N ' T GET TO BE THE 

ncition on earth 

BY ASKING NICELY. 


Highly skilled and 
expertly trained, The 

U.S. Army Rangers 

are the most revered 
- and feared - 
fighting unit in the world. 
Now you can put it 
all on the line and he 
one of them.,, 

■» 






ame.designers have been boldly going to the. Stat Jrek universe since the days of 32K mainframO.comput- 
. ers: And just like the Trek series and movies,' thO results have been inconsistent. Some of the games have 
stuck to Trek lore and included great gameplay to provide “The Best of Botli Worlds, ’’.while. others, could ' 
have used some help from “Spoek’s Brain,” appearing to be halfhearted attempts to make an easy buck off 
the license- And sometimes.the best ettbrts of game designers have been squelched by having to balance : 
Creativity vyith a. host of restrictions imposed by Paramount-^a true “Balance of Terror.” . ! 

flow another batclr of licensed Star Trek games is about to warp inland we beamed our red shirts.dowh to check 
them put. initial scans are prdmising-r-sensors have detected the use of the latest gaming technologies. and high 
levels of storyline. Our away team’s report follows..' ; • . 
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StarMiStaifleetComiiianil 


Developer: Quicksilver 
Publisher: Interplay Productions 


Era: Original Series 


Star fre/c Makes th 
Real-Time Frontier 


to the / Genre: Strategy 


by.EUiptt Chin 


N . 0 ddubt abouf tt;,ejassic Star ■ , 
Trek is infinitely more con- " .• 
ducive to a tactical strategy, • ' 
game than Starjrek: The . 
Neift Gmeration. In the 23fd 
centurj^ there is no peace - 
hetvyeen the Klingons* and. . 
the Federation. The--. ' . 

Romuians.drestillamysteriouaadversary.and ' . 
..much of die galaxy rernains an unconquerad froh: 

• tier. It was during this time that Captain Kirk and 
the &(erprise saved the universe-on a* daily basis, ‘ 
co'nfroniingever-new aliens and.dangers.This . . 
untamed universe provides the perfect backdrop 
for a.real-time ship-to-ship strategy game, which 
. ■ is' exactly what Star Trek: SiAHkEEf Command is. 

. : Ihlerplay Has been' working with developers 
Quicksilver for quite Some time on this title, ' . ' 
which differs from other, real-time strategy 
^ .games by being a tactical and military career ' 
simulation. The scope of your command is - 
.much more limited, though ho less complex. 
There are no hordes of minions to command;. . 
instead, you are -put in charge of a starship and 
her crew. All you have td do is save the galaxy. 


missions-strung together m a "career," 
StARFLEET'sversidn.of acampaign. in ; • 

•each misstdh,-y 6 u co.mmand-frdm one ’ ^ 

to thrSe’shipS, as wellas all.the ship.’ ■ ^ 
' systems and '^cfews. • 5 ^ 

In' each mission, yoii. .will engage Jn. • ^ 

shipito-Bhip battles, board enemy: *' 

'ships; repel boarders, regulate shield: . . i - 
ahd power outputs, and generally do -. 
all the-things you saw Kirk,' Scotty, and . ' 

' the 'others do in those classic 5far Trek: - 
episodes. In keeping with the Star- Trek of th 
tradition, battles won’t be trahtic click- carei 
tests; instead, ships will movq.about for ' 
niinutes. jockeying for position as'yoLr-adfust - 
and readjust shields and weapons in a deliber- 
ate stafshipjengagejnent. Space-terrain, sUcfi . 
as nebulae and-pianetsj will also.affejCt your ' 
battles: Thus, you could engage in battles, remi-: 
niscent of the confrontation between Khan and. 
Kirk in the Mutara Nebula- in Star Trek tl: The_ ^ 
IVrafft of Khan. 

With alt tjie.se ships and stellar objects; there 
is a lot to see, dnd it will, be brought to life in 
'true 3D. Beautifully texture-mapped, shaded- ' 
.polygons will be used to construct everything - 
from ships to planets.- Interplay also plans to. 


Target Release Date: Q4 1998-Q1 1999 

JSpacc Dock. 

■ i™™™ Rinr. 

f II, 

ry-t and Moan (' ' I' ’ ' m 




SPACE DOCK When you're not engaged in missions, one 
of the many things you'll do— aside from manage your 
career— is customize your starship. 


Trek .strategy game -will have piejity of eye- • . 
candy; iinfortunatefy, [while the graphics are 31);' , 
' combat is still played out^on a- 2D plane. . 
'(Interplay feels that 3b space wouldn't add to’ 

. the gameplay and woLftd needlessly cphffisd . ; 

■ -things.)' ' . ■ ; •• 


■ Wfiil'e^many bf lhe missions you’ll play. . . ' . 
revolye around space battles^ there are a.imrir 
. ety of tasks to perform, for iDstance,;you- might- 
' -have td esport vessels, conduct probe scans,. : ' . 
d.efen'd bptposts, attack vital enemy territories; - 


The single-player game consists of26-3b: - have SD-card suppoii, so' that tlHs. cerebral Sfar'' or patrol neutral. zones, fb increase variety,, the 



COSMIC CHAOS When we saw Siareleet Command, special effects like nebulae and explosions 
weren't in yet. Interplay promises that the final graphics will look like this. 
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forces opposing' . 
you will always be 
random. In orie . ■ 
escort 'rnission, 
you might (ace 
three Klingpn bat- 
tlecruisers; id 
another, you might 
face only. one. • 


Mission Brlefli 


ft la^■Emric'h, the’irfbducet oh’‘SwR Trek:- Starfieet Command!^ 
was gr.acjoiis enough' to’ .give us anjnterview about this 
upcoming'title..Tor even more-details^. visit our Web site, : i"*-- 
cgw.gamespDt.com. where .E'mrJch discusses the game's time 
•period, ‘thejaces in the 'garrie,. arid its multiplayer' support. 


CGtVrBow is; STARkEET CoMMAHD different from othfr real-time 
strategy games?' 

Alan EinrfCh:. Many people think of real-time Strategy garpes as 
“who can build the biggest- bunch :6f units and'^ig'-pile them on 
,the other guy’s comiTiand center;""' •• • •' 

. .That's not Starjrek'. 'Cranking-ogt.a zillion starships.- selecting 
therh en- masse, theri fliiigiiig-them.at the- other guy’s hpmeworld'^ 
gee,' I never saw Ihat'ki any-of«the o'riginal\^ar Trek episodes or 
‘the 'mavi’es. So-wh'at{sets'this game apart is what-ypir.might call 
Star Trefr- fidelity,, vyhich nieans il’siriot a'clone of RTSrgames. ' / 
Tho'se' werd-'the-'^last thing." We're 'creatirjg. th’e “next thing.” • 


•Starfleet .. 
Command's cajri- 
paig'n is com- 
pletely d/n'ami.c.' ’ 
Random dice rolls 
generate.the campaign tfiissionsj with modifiers’appiied for all sorts 
of things: your racial'diSposition (Klingon or federation, -for exam- . 
pje), the race' of the beings in your current sector, your.rank and '• ■ 
reputation'jn your flee.t, and the outcomes of previous rnissions', to * 
name.afew.- -••'■•'. 

. Ihisilynamio universe— which Interplay calls the-pynaverse— 
also takes into account your in-game perSona, You will have a . 
presence aiid prestige points, which yyill increase as you sue- ' 
cee'd in more missions and make a name for yourself. In your 
own way, -you will 
be yoiir game’s ...• 
equivalent of- . ‘ '• 

Captain.Kirk; ail'd', 
the Dynaver'se will 
adjus't fbr'tha.t by. ;■ 

incre'asing.the-num- 
.ber.df dangerous ' . 
missions or by agi- 
tating'fhe galaxy's . 

.political state. as . 
you become more 
capable of handling; 
disasters.’ 

Interplay^ahd 

Quicksilver definitely have ambitious plans for Starfleet ' . 
CoMiyAND, and Jf even half of whal they propose reaches daylight,, 
they could havea real-time -tactical, game that finally rhakes us.- 
•feel right at home .in the captairf’s chair. % • 


DIE, FEOERAnON SCUM You can play as one of 
six alien races, including the Klingon, each with 
distinct ships and racial bonuses. 


CGVii: fs there a greater emphasis* qn sqfiadron-leyel taplics or' 
grand strategy? ' • 

Alan Emrich: This isn’t grand, strategy! You spemJ.most ofyo.or . 
time managing two resources: the shipfs)- under .ybur-command 
qnd'your.own career. Both require speCiaUttentipn and' finesse,' 

■ Your command ship-is'un.der your cbntr'dl Jn'eacji mission, 'but' '• 
thSre might aisp be'e,scort vessels or coiivoy' ships underyour- 
.command.; Alternatelyi you rfiight find yourself in an 'engagerhent ■ '' 
where. .you’re part of -a larger fleet afid.'have your own drdefs;ttf - 
fdiiow w.ithin the' top brass' Bl'g 'Picture of'that mission. .You have a 
'real carder dffiger/cap.taih's eye view’ of the world', and we plan'to 
immerse you in, that foie. • 


MultiPlaygp. Startup 


CGW: Is there mofe to the.tHle than’the tactical missions? Is' . 
’ there a rich c'ampaign.or backstory that drives the game? • 
Alaa Emrich:' Yes. 'While' rtidst of your time-will be spent rolling the 
.mouse, around hiaking’cdmrnand decisions, between each [mission'l 
the galaxy is.evolving. 'Rather, than -a scripted story i.n,-w.hich ypu.go 
online and-complain.abqpt how''-.‘‘MissiPn' 4 was, lame,” -you, fiave -. . 
your' own 'unique- story unfolding as you- play Starfleet ^Command. . •• 
During a fcafeer-Game, tlie cosmic, cio.ck-gpes “tick", between; each 
; mission. When it does-, empires-rise arid fall, ecpn'ornreUhrive 'and- - 
stagnate, civil-wars can b'reak-ou't, united fronts' cm arise'— warS,' 
allia'rices, betrayals: all the- things that rnake the galaxy .inieresting;, 

'• -'-Vye've. deveTope'd' a Dynaverse (Dynamia Universe)' game; engine . . 

. that -evolves a background .story for the.feijtire galaxy, then lets you ■ ' 
know what part you’re.ta play during your next riiission. This-is .tdjd 
Up ypu'ifi a classic-Sfar TreA 'Captain's Log.ent'ry.. Starfleet may-'havp 
assigned you' to a hotborder.o'raicool unexplored- region 'of space '. 
depending 'onUhe government you 'serve, its' ppjicies. 'racial tendpn-:' 
cies, and foreign relations. The-D'ynaverse engine' generates, a cus- . 
to’m-built mission, specifiCto yp'ur'location and what is, happening 
out there at that time. There 'is such a pleth.dra of 'mission types, , 
subtypes, variables, and random .events that yoii shouldnU-see the ' 
•sarfie mission twice 'no matterhow'long you play this gaifie,; 

' And it's not jUstthe proverbial (56g (DyhayerseJ-wag'ging. the tail 
(you), either. As you progress your' career'and rise i'n status among ' 
'Starfleet, you cati reach out and try to.wag the dog!' Whether you 
spend your influence getting the pr-ew1o' violate the Prime Directive 
•without, a- mutiny';fast-talkrng. an enemy '-captain, weaseliriga medal 
or Tank you haveji’tbeeh-recognrie.d for,.Qr,.attempling to influence 
•Starfleet of g'over'nm'ent policy, it's up to-you. '•; • ' -■ • , • - 


utEK TANGO You'll bs able to engage in epic 
starship duels with friends over modem, LAN, 
and the Internet, 


SPACE BRAWL SwtFLEET COMMAND, despite its real-time pace, is a tactical 
ship simulation with slow combat, but plenty of mental action. 
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3 BEAUTIFUL COURTS & 4 DIFFERENT 


GRAPHICS ENGINE 
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3MPUTER PLAYERS 
FFECTED BY THEIR EMOTIONS! 
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COMPETE 
ONLINE 
FOR THE #1 
WORLD 
RANKING! 




UN • Internet 
Dedicated Online 
Blue Byte Server 




Go to WWW. bluebyte. com or call (800) 933-2983 ond pre-order Game, Net & Match! direct from 
Blue Byte and the shipping is FREE! (UPS Ground) Offer only valid in the Continental United States. 
A free demo of Game, Net & Match! is also avoilable. Mention Source Code #GNM2598 

Coming May '98 

GO TO #178 @ www.computergaming.com/infolink 
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12 Award-Winning Role-Playing Games 


leof Xeen' 


Dragon Wars 


& Ma 

■pPP^^S^^Clouds of Xeen 

^ i n inspiving collection of 12 all-time classics, The Ultimate R 
/V together the most impressive array of award-winning computer role-playing ghmes 
JL JLever assembled in one hox. It’s a die-hard RPG gamer’s dream, a great place for 
novices to begin, and a must-have for every gamer’s collection! 
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! Developer: Visionary Media 
j^ublisher: MicroProse 
rira; Next Generation 



I Target Release Date; Q4 1998 


by Ediott Chin ■ ■ 


.■ jtSk. . ^ miicb as'game com- 
; ' .’(tanie's would like to 

' ^ink otherwise, movie 
' • licenses aren't'always 

a silre.bet for a hit.-^ 

' That!s. especially true 

for games based oh 
two-year-old movies, 

eyen'a .Star Tfelf movie. Ohe case in point is 
MicroP.rosels Star Tr'ek:.(3enerations, a poorly' • 
executed-Sd action/adventure ^am.e that . 

• followed todfar after the movie's release. 

The folks, at MicToProse learned a. lot from. • 

■ this aborttve gamei^an'd they are making 
sure they. doiVt hia'ke the Same mistakes 
: for.their.next.Sfar.Tre^rnovie-basedi ‘ V. . 
•.'ga'me-^STARTpEK: First CoNTOCT. -^ • 




f . -4.- ; 

y \ ' ■■.:*** 


Bold Oirediori ■ 

.'. ' ‘lyiicroErdSe didn’t want to.fall into the' 

■ trap, of releasing a gaifie with a plot that •' 
•was already resolved in a tw 6 'yea('ojd‘: . '7 
-.Tnovie/They.decitied to circumvent the ’ . 

V p'robiem by making the game First Sontact - 
a sequel- to the movib of the same name., So 
- forget'whabhappenedjn the.mqvle, this is a 
whole ne.w ball garne. According to the ' . 

, game’s story, while Picard was ’ ■ • . . ' , 
. desftoying the Borg Queen’s ' 

-body ai the end of F/rsf . • . 

• - Co/rfqcf, she was ' • ' , 'y, 

spcretly.downT- /’ 

. loading her . 

braiminto ■ ' 


^ tit 


SraidiiratirfiiKtum^l '■ ■ 









• fnfBfpr/se-f s.conlpiiter Several . YOU WILURE-ASSIMILATED You’ll battle the Bora-a ad4iv to 
'■monihslater, as the fnierpr/se . accomplish various story-driven goals in the game’s 10 missiore. 

’ ; '' crew.is studying'tiie remaining ■, '• “i® Borg catch you, you will be assimilater), just like Geortli. 

' Borg uriits in a holding cell, she' ■ .. .■ : 

- mand’ges jo take over a'liapless scientist and - first-person shooters..There aje a total of 10' ' ' - ' 

, begin^h'er.covert taHeover-ofthe.Federation’-s- missions-fMicroProse refers ‘to them as' ' • 
.-'tlagshjp.iOhce'the holding 'CGthWhere the Borg ’ episodes), which take place at v^ipus locations 
; are held Is.captured, the-crew of the Enterprise ■ . aboard the Enterprise. For example, a-sirtgle 
■ is alerted tb-the.Oueen’sInfjltration. It's at this ' mission could'encbmpass the' bridge, 'sick bay, 

• point that thd 'game.begjns' Asthe command . ' and the holodeck- Each mission'te also story- ' 

crewofthe fn/erp/'/se, you must stop the... -driven,- with multiple goals dieted, by the ' 

Queen before she gains control of the ship. " . storyline. The second mfs'sion,for'example; hap' ' 

- , .- - foufgbals— securing the transporter rognT-frqm 

. The Thinking-Man’s ' the Borg.igettingtothe compUter'coretp, ', 

. • -;Gianie/ ‘ . restore powerto parts ,of the” ship, clearing; the. 

. - .'Wh.ile-GENERATioks .. hangar- of Borg, and gaming access to the . 

• .. wqs'an action/adven- .irtipulse.ehgjnes. MicroProse promises that.*. ' 

• ' ■ . ture hybrid, there.wilt be ^0 holodeck missions~^ne . 

• ' MicroProse is quick to -Dixon Ki.ll episodeand one set.in Wort’s Klingon 


.. -a- . ■ - 



. The Thinking-Man’s 
.Grille/ : \ 

.'Wh.ile-GENERATIOkS 

.. was'an action/adven- 
. ture hybrid, 

' ' MicroProse is quick to 
■ point out that First 
, Contact is an action • 
game-with some tactical 
elements thrown in. In . . 
. short; it’s a. thinking 
; ■ maaVactibn game. The 
game'is.mission-based, 


oint out that First -. training -arena. One mission will also take place- 
intact is an action • outside -th.e'fpferpnse, on the ship’s hull. . . 
lae-wilh some tactical In'.each df-.the missions, you will be given- 
?ments thrown in. In . . ;'conJrol .df orie'&iteridr/secrew-^meniber, such as 
ibit; it's a thinking - Picard'or-Data; However you'll also have two 
nanVactibn game. The other.crew. members- along to 'help;(the develop-, 

game'is.mission-based, .-'-.ers'referr^to'them.as “wingmeh,”'an appropri- 
iiot level-based, as'' . ate a'naiogy).-The game’s contr-ol bar- includes a 
. with many other:. .. mouse-driven command systpm for issuing 
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. - j . deathmateh aboard the 

Enterprise. Ihp dra^.tiere is.,; 
that you can engage in'ph^ser 
I battles with your friends: inv 
i- ■ the bridge and Jeffries tubes, , 

7^ — , -Unfortunately, because of . ■ 

. gailiepiay restrictions issued by Paraitiount . 
(they don.'t jet developers kili crew nierpbefs or - 
destroy the Enterprise.\n games), you won’t be ' 
abietOpiayasoneofthecrew.. 

■Expect to see f much more visu^.ily striking 
.• game then Generations, since MiqroProse is •' '• 

' using the.UNREAi eiigine'to create the Jeveis ; 
’.and ehvirdnm'ents.Ihe characters, however, wiil. 
. be .v.oxeis; 3D pixeis.-This aliows the design.' ; v 
; team, Visionary Media, to create more fluid and ' 
detailed'characters, rather .than the typically : " 
boxy polygons of other .3D shooters, 

' MicroProse is optimistic' about releasing-ttiis - 
game sometime this summer, but since, the . ' . 
company has to wait for the Unreal engme to , 
ship before it finalizes its game, this release . 
dat'e-could slip; Despite thjs problem, though,- ' ' 
'Wtiat we've seen and hea.rd looks promising-. If 
: Visionary Media and MicroProse stay pn track, . . 
•First. Contact, with its story-driveni;intelligent 
design, could have a bright future. % . 


RECOGNIZE THIS? The entire game 
takes place aboard the Enterprise. The 
bridge is but one of the many familiar 
places you'll see. 


I game/and; of course, the' hnal coh- 
1 ’ frontatlon with her will bp the game’s ' 
I biggest ctlallenge, i • 
t. . Asidefrom their-powerful weapons/ 
7 — the Borg.iiave’the'abili^ td adapt to 
your weapons. If you fire a Phaser ' 
repeatedly.at a Borg, they’ll eventually become 
immune to that type of attack-. To counter this, 
there will be various “piiaser modulations” 
ayatiable throughout the.game' (not as'povyer* ■ 
'orders to yodr teammates. You can tell-them to ups, but as replicator-like units in the.walls).. 

. guard your rdaf, meet you at a specific location, - When you rg'modulate-yourphas0rs;'you’ll'dnce'- 
patrol an area^ dt^provide combat support in '. ' again be ableto harm the Borg. ..at l^ast imtil ' 
melee. This could-be particularly useful when they adapt to your new weapon attapk. A^dp 
^dil need someone to watch your back while' ' from your ever-present'phaser/ygu'H also'Wield. 
entering a secret area, or when you need added a Phaser rifle, EMP grenades, and anbnanite ; . ^ 
■rhuscle.when wading into a'gauntlet of Borg. . ‘ grenades. When you play Worf, you’ll also get to. 

However,' since you are fighting the Borgi -you -. use a Kjinggn : 

or ypUr teammates could be assimilated jn mid- ' . 

mission. When this happens,.you have to .mount 'Debriefings ■' . 
a rescue' mi'ssfon.td retrieve your teammate and. , - Because the entire game take's piace'.aboard-: 
deassimilate then] jn sick'.i)ay. ■ ' - the Enferpr/se, many of the locations nrade - ' 

famous in JlieTV series vvill'be available for.you 
to adventure through: MicroProse iiys that • , 

we'll-seethe bridge, Eleven FOrwaVd.(viyhat used 
to be.the bar Ten Forward aboard, the 
Entef^prise-O), the hoiodeck, warp ■core, -Jeffries . 
tube's, sick bayrthe ready foom, and the-.trans-> ' 
-porferroorTl,.as we'll as Dther'Iocations. 

: Because so much of.th&ship.v\iill be reii-: - ' 
dered-in 30,'MtcroProse'is al80;toymg with ; 
the idea'of.offering afull.ship'sTaur iffith j 
the game that would allow Trek devotees 
, to tour the virtual insides of the En^rprise, 

■ ; . MicroProse also has a-few other goodies - 
i.n..mind for the final release, includihg - ■ 


THIS ISNT THE ENTERPRISE! Two missions will 
take place in the hoiodeck. This as yet unpopulat 
ed room wilt be part of the Dixon Hill mission. 


You Will Be AKimilat^ 

.■rhe-.Borg.-Were' Next Ge'neratiorfs most chai- ; 
lenging^enemies.'and.thoyironqdtfferent in 
' First Contact. You'JI fight three Bpfg typesfengi- 
neers, fighters, and assimilaforS. 'They each ' 
-haye.dlfferentAI; the fighter .will rusb'at you as 
typical 30 .shooter ehemfes;do arid try to over- 
whelm you- with .riurnber'si while iikjmilaters 
will hide, in ipe shadows to sneak up behind you 
tp assimilate you. The gttiep type of Borg you-, 
.will face is the'.Qi^een, who has reconstructed " 
her body into. a.poweilMl fighting machine. You’ll 
have to bea't.her twice during the.course of the 


THE NEXT GENERATION Patrick Stewart and all the Other cast members will lend their voices to this 
game for the full Star Trek experience. 
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Iflingon Honor Guaii 

Gain a Warrior’s Honor Through 
Conquest and Bloodshed; ; b " 

by EUiott Chin . • . . 


i Developer: MIcroProse Hunt Valley 


’ Publisher: MicroProse 



‘eel the heft of the crescent- '■ 
shaped. Bat'te//} in yolir handv - 
taste the blopb of'|)un'y . 
humaps as you squeeze the- 

I , life put qftheir frail necks, ‘ 

I', .s.' ^ V. Restore honor to the Kllngqii : 

I ' . • honiieworld. Become a. ; ■ ’ 
I’’;-.'. ■ •klingoni MIcrbProse'a-KuNGON 
Honor' C pARD provideffq;ylsceral'look al-th'e . ' 

' more violent side of Star yre/q , - ’ • 

. kuNGON'HoNo.HBvARDis.first and foremost 3 
. pure. 3D shooter. MiProProse assures us that. . 

this means’pienty of violence, gore, blood, sev- 
' ered. limbs; aiid vicious cbmbgt: VVe wouldn’t 
..'expect-anjy less frpm.a game about the eternal- 
. iy warrjng.Klingons. What R/TicroProse.hopes 
will disUnguish'this;g'ame from the many othbr - 
: 3D shooters, are its personality, story, and 
... immersive ^far Tre/f environment. • ' 

.Ydiir fSontiniiing Mjsstpiis 

You pTay 'ariiember of the Klingon Honor- , • 
Guard, the Kliiigen’s versi.on.of-our Navy. 
Seals— Qo’noS’ most respected and deadly 
elite soldiers. One df-the Honor Guard's-duties . 
: is to.protectthe.Kli.ngbn ^p.eror, and ifS in 
this capacity that you, enter the game, ‘An 
assassiriaticfrT attempt has-been made on the - 




. Klihgdn emperbh Gdwroii.'The attack jS;thwart- ‘ 

• 'edfbut GpWron'.brders the Honpr .Guard to'track 
thP killers and terminate them. You haye been 

' Chosen^o undertake this task. Although ■ • 

■' MitroProSe is hying' . ' ' 

■ to keepthe pipt'a 
'little' of a, mystery, ;' V 
SiarTrek-faps vvill • . 1 ,^ 

; ho doubt smell the • ' 

■^^madhinatiohsof the , 

' Duras sisters.- How they 
survived thejr supposed 
death in Star Trek: ■ .. 

. fijsneiraf/ons is something 
. you’ll discover while progress- . 

• ifig thfough.Jhe gather • 

. The game's intrigujng sto^ will be/ 
told in similar' fashion to Jeoi.'Knight.’^, . 
through , cut-scenes thSt are intet- • 
spersed betvveen the ieveis. The lev< 

• els themselves Will'fit nicely into the ' 
story and vyilljnclude -the innards of a 
battiecruiser, ah ice vvori.dj' a .spkPe' . .1 

';station, and the Klingon .capital, • 

.Qb'noS. There Will be from 15.tb 19 .• ' 
locations, though .the game will bef ' - 
: missrqn-based, not level-based.' , 

- ’ . Non'player characters will also appear . 


Era: Next Generation 
! Genre: Action 

; Target Release Date: Q4 1998 

in the game, 'both in mission briefings and '\- 
within the 'game, Briefings will set gp each .. 
mission and will be given to ..you by.Kurn, . 

. Wort's brother on Star Trek: The fifixf. . , 

■ fie/reraf/o/?.. Other NPCs who could show; up in - 
-some capacity are Gowro'n and the.Duras sis- ' 
ters. The plan is to wrap'the face's of-fhese ' . ' 
characters oiito their models and breate func- 
.- tjoning lips so that.they can fip-sync their . ' 

. 'wpfds.:As' for the enemies y.ou.couid; - 
'.face during the course of'tfie game; " 

•tha'plan is, -to include other 
.;Klingons,.Andoriahs, droids, . 
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add some nasty . ' 

Klingon monsters. 

The Unreal engine 
. wilj bring tliese'worlds 
and characters to.I.ife,', 

"4s it is being us'ecf to 
create the-3D levels,. 

Gharacters,' apd 
nbjects;' ’ 

/.KHnsiofitinidgE! 

Matches . 

• .No 3D shooter 
.Would-be complete 
. withbut-multjplayer' 

support, and • ■. •' • 

• MicroProse intends / 
for players to have 

. some pretty wild 
. deathmatches. -There will be no explicit 
deathmatch levels, but MicroProse ; 
assures us. that at.least'7 of the'gamels 
1.& levels will be built with dual functi.on- 
. ality.' In addition to being used in the. sin- 
gle-player campaign, they, will have the ' 

. appropriate sniping points and 'opeh'gun- 
fight areas to-serve.as raucous . death- - 
match levels. MicroProse does. plan to 
. offer support fgr clans, giving them 
a.Ccess to different color, skins and ' 
Weapons so as.to customize fheir look, - 
AKIingon-basedfirst-pbrspiishooter 
seems like a game rhade In heaven. While ' 
the game design seems very.solid.'it's really 
. top early'lp the development cycle to make " 

' more than preliminary judgments pn ho.w -. 

well the concept will transla^ into gameplay , 
MicroProse is promising to show' us.more in . - 
! the coming-weeks,;which will allow us to. ' 

. write about this -game jn even more detail.'- . 
Check Dutour id-depth preview on our sister - 
site, GafneSpot, ,at www^amespotcbm/ - 
features/klingon. % - 


: RAISE YOUR HANDS You'll wield 
; favorite Klingon toys like the Klingon 
' disruptor. d'k tagh dagger, and the ' 
i Bat'telh. 






..MICROPROSE WAS READYING A GRAPHICACLY 
ENHANCED BUILD'OF THE GAME AS WE WE,NT TO 
PRESSV FOR AN. IN-DEPTH PREVIEW OF THIS LATEST BOILD, VISn'CAMESPOT AT. ■ 

• www.:Gamespot.co'm/feaTures/k'lingonl. .. , 





ANGER 

An^cr is tkc (oiiiili siji. Anjer is line Jcslruclivc niovcnicnl against a iici^lilx''r on onc^' own 
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Secret of Vulcan Fuiy 


i Developer: mbal Dreams 


i Pubpslrer: Interplay Productions 


Era: Original Series 


The Classic Sfar Tre^ As Ypu’ve 
Never Seen It Before 



byOeff Green . 

»'.pLi're’ a ClaSsicTre/rfan. You 
'!■ have eyery-.pne oftheTfl- ' 
W.\ 'plus episbdes oh tape, which- 
Isn’t a big deal Since you • 
hav§ thein all membilzed ’• 
anywayr You watched Next 
Generation because if Wc($ ! 
■there, but deep'ln yqur heart- . 
you knew, that Kirk could fake Picard any day of ' 
.jJhe' week— and then'steal his girlfriend:' As for •. ; 
• the rest of the SfarTrefr franchise:, Forget it.- 
' Soapropera driyei’ .compared to the ciassic sci- ■ ' 
. fl.moraiity plays of the originaL. 

- If this is Vou, then Interplay’s .upcoming Star 
'■ Trek: S.PCRET OF Vulcan- 

. . Fury is more than 
, just.another 
computer'- 


-game— it’s an event. Due this Ap'gusl, Vulcan . 
Fury is ah attempt .to cre^e, in jhe form of -an 
■ •adventure'game'. a 'brand new "Classic. Fre/f" ■ ' 
episode; faithful in every respect to the ’60s 
' television sefiesj.wlth a:stbry|jne deeply. ■ • 

■'immersed in TVek'mythology. • : 

• To ttiiS 'end, Interplay enlisted tyirb veterans ' 
'Of the original creatiye team to help with the ' ' 
game, "fhe story arid script are, written-by . 
Dorothy (D.D.) Fontana, the author of a nurnbe'r 
of -the original episodes (see sidebar) and one 
of the executive story editors for the TV series; 
the script for the game is bejng directed by 
John Meredyth-Lucas,.who dir.ected and wrote 
original episodes-as wed. (For'trivia buffs) - 
Fontana arid Lucas collaborated as . 

vyriter/dlregtor on two- classic episodes: “The -• 
Enterprise Incident" and “ThB'UltfTrtate , ’ 
Computer.") Ih addition, all the origirial casjv' 
members voicer'act their roles; Vyilliarfi.Shatner. 
(Ktrk),'Leonard Nimby ‘(Spock), DeForest Kelley. . 
‘ (McCoy); James Doohan (Sgbttjf), (3eorge take) 

■. (Suiu), Waltpr. Koenig (Chekbvfi and NIchelJe : 
Nichols (UhgrajiThe special effects are about . 
;the.only thlhg thafwon't be-faithful to the. • 

. .series. Id-Vulcan Fury, they'll actually topk good. 

, RacQ.Ware 


i Genre : Adventure 
[Target Release Date; Q3 1998 

era of the Se'ries. As the game opens^ the crew 
of the. UiS.S. Fnfer/T/'/se escorts an idealistic' 
peacenik-type Roinulan.-ambassbdo.r to Vulcan 
. ih.the hopes of establlshing)a possible reunjfi- 
' cation of the faces. Before talks can begin,- ' - 
' -however; the ambassador Is found murdered. ' - 
Although the evidence'pbints to a Federation , ■ 

_ delegate,- the’fnrerpr/se crew firid^.itself 
immersed iii a much deeper plot. . - 

Thi&murder mystery Is the.first act of.what ’ 
'.Inte.rpiay says, as:Of this vvrltirig,' will be a fouT'^ . 
-part. game.. In each part, you'll assurne the rbl.e-w 
.;ofvarious'membBfs of the crew for gaming' 
experiences true to the, nature of each charac- ' . 
ter. The first act finds you prima.ftly in the role - 
^of Dr. .McCoy, in what is essentially a Quincy- ' 

. like^forefisic mystery, though you'll alsp. play as . 
Kirk gnd Spock. From there, the game -switches . 
to an fnferptfse-but-pf-cohtrol scenario; wbich- 
will.Tequire the efforts -of Scotty (of course), as 
'Well as Sulu and Uhufa..Next, in what is sprely; 

; the game's most intriguing section; ypii’ir pJay . . 
-as Spock apd experienceaVulcahmnd meld" . 
; firsthand, Finally, the game will wrap.up with 
Kirk, Spbekj and Chekbyiri a race-agalnst-time 
misSiofi^tb disarm'th'e uberweapon that.is at. . . 
the center of the whole etory. 

Fliasers; on -SWnneit 

Interpipy has made good' Trek adventure ' - 
games before (Star TREK;'25Tij Anniversary and 



^AR Trek; Jud'gment Rites), 'but, graphically,. . 
Vulcan Fury is light years ahead of anything 
.else th'e cdmpany.has dPno. Developed by 


. The story focuses on the mysteries involving; 
the original-separation of the'Romulan.end 
Viilcen races thousands obyears before the. 




D ;G, ‘..Fontana, the writer-of SEchEroF^j 
VuLGftN Fury; is weN known to the 
Zreklaithtu!' With’ numerous original ;^ 
•episodes under her b'eft, 'along witti'.' ' 
episoiles-ofthe aniniated series, Afext 
■ Senerat/on,' ahd arpovel (Vo/ca/j 's • 

, • '6/o/y/- We caught’ up with . 

• Fontana during our- recent ■ '* 
WBS . "'Visit to^.iriterpiay and; ' 
jl^B^ v wereabie to. ask her a: • 

• few'questiorii' 


B m! CfiWi.'HOw yras'working on. 

u • ihe script.for Vulcan Fury . ' 
/ different from Waiting oiie o.f 
__ - the f V episode5?r . . ' y 
• Fontana: l\Aost of it was reajly 
the same. The script went' back and forth 
between, -liie afid (Tribal'Dreamsl^.-as’we • 
adjusted dialogue to-fit the gartie's' puz- 
zies,. but mosti'yit was the same expeVi-v 
ence. " ‘ ; '■ *. 


I KNOW WHAT YOU'RE THINKING Episode Three of 
Vulcan Fuett wiii let you perform and experience, for 
the first time, a Vulcan mind meld. 


supplying tha volcej the sensation of watching, 
and listehirig to the mOtidh-Captured Spock 
proved to be eertiyiciose to real life., - , 

■ The gam'e interface wiil also serve the develr 
gpers''cineniatic interitipns; r'ather than get iri 
their way. As iri LucasArts' rpcent adventure 
games, the ganib controls .Will- rernain pretty • 
much off-screen; if. you'clfck and' hold the 
-mouse ona person or object you can interact.. 
with,.a' list Of possible' Actions wilDpop 'up..The 
reet’of the time, ihe.screen will be devoted ' 
exclusively, to Ihegdme's.beautifurgraphics 
and anim^i.ohsr. . .■'} '■ 


Tribal' Dieani.si an in-house division of Interplay, 
(also resp'onsibie.for the upcoming Of, Light And ' 
PARKNEsshViiLc^N FuRy eschews.the static 2D 
screens and sprites of the.previous games.in ■ ■ 
fav.or of fluid camera moveni'ent and preren- 
dered motidn-captijred. models. ' 

Tribal-Orearns ahd director Lucas are stoiv- 
bbarding.the'eHtire-game, choreographing . . 
every move, s.p that any action ypu-take will, 
have a Cinem'atip.feel to it'-ln addition, through 
the wonders of- 3D animation, the team cap . 

. execute, shots that'woujd have beerr impossible 
to^ p.uil off convincingly on the tel.evision show, . 
such as' a Continuous overhead shQt of the 
.'foferpr/se that zooms from outside the bull all 
the wayin to.the crew pnthe bridge. 

The motibn-captufed characters are nothing 
short of. dazzling; prbmptiiig sighs of amaze- 
ment from a group of normally jaded gaming 
journalists. Picture ' • ' • ■ . ' 

the gut-scenes from 

Westwood’s Olade , ^ 

Runner; now apply;. '' - **"■ ^ 

this, level of quplity ... 2 

to the entire game. ... ^ 

Unlike Blade Runner, . ‘ 

Se'cret'of Vulcan Fury- 
does.notswitch'to'a.' . 
different graphic 
niodel for gamq- -, 
pray — it continues . 
to use' the niotion<- 
captured characters - 
throughput. - - 
. Interplay was stil.l 
working b.n the ■ 
characters’; physical 
movements when' . 

-w'e visited, smoothing out leg and arm rnove- 
itients and a'ttemptmg to' remove the.robotlike ' 

. stare oUhe eyds-^a problem also seen in 
Blade BuNNER-^but other touches, such as the 
arching 'of jock’s eyebrows as 'he. spokej were 
incredibly lifelike. With Leonant Nimoy actually 


'6GW: Did yoiu havb tb keep writing new.^ 
dialogue as Tribal Dreams came^ op with 
more ppzzle branches? - 
Fdntana: No— actually (wrote all the .dia- 
logue ahead .of time for more branches ' 
than they ended up. using! 


A.Flfie Franchise . / 

..Computer gam.es.baSe'dbri pop.ular fiimS and' 
iv frphchiseVare PDtoriously'iffy propositions " 
; (see Interplay’s' o'wn Water'world for one prime 
'example).-^ But Infe'rplay^has a history of doing 
■ fight by the 
Star Trek 
name— at- least. 
' as far as ■ 
adventure ' 
.games gor^nd 
Secret of Vulcan 
fuRY looirsas if 
j it will continue 
that, tradition. , 
Rather than 
'simply plaster ' 
the Star Trek 
name onto a 
generic gaming 
experience, 
'interplay has 
fully immersed 
itself in the ■ 
Trek cUiture to 'create pn.experience as close, . 
as.possibte tp.thaf of'the classic television 
. show. With’cutling-'edge 30. graphics and a. ". 
deep storyline, it's easily one of the most anpc- 
ipateda'dventure games of the- year, etreh for' 
those ncn-Trekkecs among us. % 


GGW: Because of t|ie computer anima- 
tion, you were prohably able to' do a jbt 
more than you were back in the ’60s. 
Was there anything you wanted- tb do ' 
that Tribal breams -told y.6u'.wpdldtCt.be 
possible? : : , ' . ’ . . ; 

Montana: Other .than the gjapt interstellar -■ 
■spage.ti.attle'? (/.aufif/j/ng).’No..-. 


;CGW:. What prpmp'ted-yog.to.do this 
particular story? ' 

-Fbhtada: I’.v^ 'alw.ay.sbeen a.djg Spock 
'fan and I saw this as-.an opportunity lo. 
'explore his heritage'. more, and'tq Iqok'at ' 
•how, theVulcarfs and'Rom'ulans-became, ' 
•wli'o they.bre," it's a rich 'ehyiroiim.erii' for a 
■Writer- to 'explore, ' - • . ' 


CGW: Did 'you do.^ any of fhe puule 
design^ourself? ; . 
F.ontana:.l.left that tb those guys (Tribal 
Dreams]'.'' " / 


DIGITAL HAIRPIECE VuLCAN FURY'S motion-captured 
characters provide some of the most realistic character 
movements ever seen. 


CGW.:' Did you- have to go' back and 
wat'ch'Pld shews to'prepare for writing 
this script? 

■Fdntana: Nb.,tt.’s pretty-, much all stiil. . 
here in'.my’h'ead. ; 





THE IVIOST COMPLETE ACTIOIXI-STRATEGY 
COMBAT SIM YOU’LL EVER EXPERIENCE. 


Irmor Command boasts an intriguing blend of 
30 action and real-time strategy" 

-PC Games Nagazine 


From the co-designer and producer of 

H-Ulinf and Tie-Fighter 




"The graphics alone mill knock your socks off!" 

■PC Hullimedia t Enteilainmejl Hagazine 

» .a thrilling ride from start to finish." 

-GamePeg/ID Heltiiork 

MULTIPLE VIEWS 
MULTIPLAYER 
MULTIPLE SIDES 
INTUITIVE INTERFACE 
INTELLIGENCE WARFARE 
FULL 3D 
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For PC CD-Rom. Purchase Armor Command at your local software retailer, www.ripcordgames.com, or call toll-free 1-888-797-5867. 


■ the property ol irteir respective companies. Disthtuled ty Panasonic Interactive Ktedra ' 



Developer: MicroProse Alameda 


Publisher: MicroProse 


Era: Next Generation 


Genre: 1t]rn>based Strategy 


Target Release Date: Q4 1998 


that popped.up on eyery computer f/ont -1970s 
mainframes to. the Apple .and C-64. , - 
. 'Noyy we can fiiially djve in with phasers fir- ^ 
ihg.' in Birth-ofthe Federation, not qnljf do, we 
get to run tpq Federatran from the edriy 'days' of- 
transporters and badly synthesized food, but ' 
we' also get to make th'e galaxy .-safefOF the' 
Klingon,;Romulan,.Ferengi, and.Cafdassian' 
races. If .some of these . starfaring races, don't - 
jibe with your memory of classic. Star. It’s ' 
.because MicroProse'doesn’t tiave that particu-' . 
.. lar Tra/r license (and it's doubdul that 
.Interplay is in any mood to share).' 

' The advantage is. that you get the . ' 
major players ,in this centiiries-long ' • 

- . galactic drama, and'the chance that' - 

. ' you'lf meet up yvith the' Cdrd^ssians ' 
(or even'the Ferehgi) earlier thah.in. 
“official'' T/ie/f history certainly .will;'. -' 

I • h'elp. replay value. • " 


by Jerry "Red Shirt" Coleman 


et's be'honest; Every gamer . -we.wantto go Supernova oh the Klirigons,. and. 
who’s ever watched a faded ' . maybe tell the surly, arrogant Rornulans that .. - 
episode of the original Star._^ - - wdon’t care ff'they shut theniselves..ofr frorrr 
frek harbors a strong desire to the rest of fjte galaxy for a couple millennia. . 
be Captain Kirk. (My fejiow • • For years, the only chance any of-tis actually 

CGIV editors will tell you I'm ’’ had to fulfill.ttiis fantasywas either,the old-' 

mdrel.ike:Dr. McCoy, but that's ^/arf/eW BaWes-and related boar^gam.es,;or - 
another story.). In particular, .' the simple, .unlicerised.' gri.d-based TRlxgame ' 


Galactic AddHcls . 

.Simply pilti'BlRTKOFfHE-FlDERATION'-" 

i.S a classic, galactic-grahd-strategy ' 
•game in.Whicp'you explore, .expand.- 
your mftuence,'and even exterminate ■ 
your enemies (as needed), all accord- 
ing to the wonderfully quaiht physics 
tpat exist only 1n S/^r rre/f.'SiRW ' 

; attempts to combine some of the ' : • 
diplo’matjc.aspects of. Master of OftioN . 
with a dash of.-the depth of Civi.lization - 
II, yet it also recalls the simple and. 
addictive turn-based play of Reach Fon 
■.THE 'Stars..- ' 

- In all games of this type,- personality : 
for thd various races i.s'a key, and with 
.the rich Tfek universe from which to ., 
draw, this..shou(d be one of Birth's - ' ' 

. strengths- Tha Klingons are, of course, ' 
militaristic, but thgy.'are' also portrayed 
In-the game as more hongrabld than, 
the Carda^ians (big surprise), viith the 
.'latter prone-fo spying oh everyone ih - 
the game^no'liiding allies. What's nice 
about Birth is that you are encouraged, 
but tfot forced, to.play tg your civiliza-.- . 
lion's strengths, .aslaid out .In: trekWe-. 
•If yqu want to ppptray^tbe Federation as 
'a group of blopdthirsly.martinets who 
cpiild make;the Andorians-seemtame,- 
f|ne-^just don't whine vVhen;you Ibse 
[yourdipidm'atic.edgei . • ‘ 

• . There are a.ldt qfnice touches in ... 
•the.ganie's design'. For example, you 







you used to 
torture these guys? 




They remember you. 



Real Combat. 
Plastic Men. 



Take any one of six classic army 
men figures into combat in this 
squad level action-strategy game. 


Melt attacking infantry with your 
flamethrower or shatter enemy 
vehicles with your ba20oka and tank. 




Break your troops out of a heavily 
guarded POW camp In one of 
over 30 action-packed missions. 


Make your way through alpine, desert 
and bayou terrains or play against your 
friends on special multiplayer maps. 


1998 The 3DO Company. All rights reserved. Army Men Is a irademark of, The 300 Company. All olher irademarfts arc 


WWW.artnymen.com 


I 



properties ol their respective owners. 
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FREE DEMO 


www.webdrakkar.com 


j'jlPGi- 






In the flickering torch iight, you foilow 
the glint of coid steei. With assured 
stride, Madra the warrior ieads the way, 
her cruei biade aiready drawn. 


massiveiy muitipiayer — interact 
with thousands of piayers around 
the worid 


a speiibinding fantasy worid 
featuring muitipie scenarios 


visit the originai Nork, Aleria, or 
the ali-new Castle Grimmoor 


Your Multi-Player Games Network^^ 
www.mpgn.com 


THE KINGDOM OF 


in-depth character deveiopment 
of speiis, skiiis and abiiities 


^ts and puzzies on evwu 




N;.E;X'T^' N/E^R' a: t ( ON.'- ' 0 ^F' ■. S T A R ' 


' who wantto playat^ tTi.ore ’• 
leisurely pac'e via'.email {^ah' ' 

. probably keep a' game going - 
longer than the original Sfar \ 
Trek series,- . 

Giving Birth . 

r. ^ch'turn,youprloi1tj?,e 
’ rpsea'i^ among various tecjingib* 

; gies; Biotech, Construction, ' 

• ‘Computer, Energy, ■Propulsion, and' 
‘V’Weaponry^As.you'd'expect, each 
..cMlizatiph. has bonuses for differ-. 

• : eh^ types 6t research', ahde'ach'- ' 
. can bUild.a.'unique "Wonder'of the 
Gala)^.”.for'. ' 

: better computer tech,:more. 
powerful phasefs,- or wijatnoL 
. : In addition, Bimu lets'you 
. meet 30 minor. cacesfrom Trek 
lore, each with its own unique • 
ability. My fayprite waS'the - * 

" Bdlian Cosmetology Center, ' , 
which allows you to sprinkle - 
, barbers around the galaxy— 
resulting.in an intricate spy 
. neftwbrk! Enticirig the minor ‘ ’• 
races to join youc.side ; • ' 

- . becomes a gam'd within a game (try getting the^. 
logical'Vulcdris.toJqirt'the-KIIngon Empire), but 
it’p still less involved than the'dIplom.aiic systSm, 

■ ofMOOit,- ’ 

Howev^, .npthing vyill^seem 



ALL WARP ROUTES LEAD TO QO'NOS You con- 
. duct your civilization’s explorations and trade 
routes on a screen much like that of Reach for 
THE SiAfls, complete with such touches as 
Klingonese calligraphy. 




■ 

‘ i CtMeMMKilS: 




normally rniist be allied with aqoth.e.r ci.viliza- 
* tiod to havs'Rtght of Passage through its terri- 
tory. The flomulcms, however, catioccasionaHy 
cross borders, provjde'd that they have no 
(diplomatic ties, with- that civilization. Thfs nicely 
: simulates Rbmurarj isolation without;heedlessly 
. complicating .tjiegarhe. Similarly, the Ferengi^ 
will aheinpt to have trade routes to ypur;star 
' systems witho'ut;al).owing you to-reblprocaterr- 
'.your b’asic'blackr'markrttradtng.- ' 

'U.niike many turn-based games, Bimu is 
•designed for multiplay from- the grg'urid'.up (hi ' mqre Streamjined'tothe Veter^'- . 
.additioii to lls Citf-llkesingle-playefgame); You ' ; 'arl. galactic gamer than the ' 

> can vie for galactic doniinance'via TCP/IP, IPX, ‘ cpmbMsystem. You .don’t' '• 
network, direct modem, serial hookup— even • spend hour&tweaking your ' 

■ hotseat.^demall— and tliere's.a search tea- ^ ) ship designs, as ih.M06,n6i;. 
ture to h'8|p'-ydu find fellow warriors on the Net.' ' 'dq-yo.u micromanage flepts. I'h 
. Just about everything from starting tech levels. ' cla.ssic Tre/cf^hion, you.send 
(whiph.include the shaky beginniRgs of Warp. - your^hip captains fo'ab 'area ' 
travel) to galaxy size and shape'tothefrequen- . arid instruct them tpColonizS, 
-cy and effect of random events can be toggled. .•'Patrpl,.Dsfend,‘of Attack, as ' 
Those who coultf never finish a full multiplayer - appropriak ' ‘ 
campaign, of .Master of Orion II will be happy.'tp 
havescenarlos in Birth that, can be completed 
in an evening, .bn the other hand'.grogpards ; 



Ina hdstilesitualion.you have'the option.otle.t- - 
ting the Ai handle combat automatically, bufit's . 



(ESERRTdKI'BFT TO TIE ffUSlGI 




ft 








' ^ 





NAYSAYING NAGUS If the Itiengi ambassador is 
being difficult— as usual— you can ply him with 
credits, trade routes, commodities, and even intelli- 
gence info. 


very Simple to manually fight the battle yourself. 
|asicatiy, you give each shlp^an order— such as" 

- close and.fire phasers.'manSu- 
’.ver; release photon.to'rpedoes, 

. ^ind so forth— .with the optiofi . 

. .to changetorders every tiirh; As . 

. with the restofthe gante. fla: '• 
vor is everything, aSthe, ' 

Cardassians.'maintaln rigld'fbr- 
. • mations, the Pefengi employ - ' • 

Wolfpack tactics,, and . ' • ’ 

. -Federation. fleets benek from 
siiperrdr command control. ‘ 

While thisstyle 6f combat lacks 
.the. jbysUckHockey aspects of, . .' ' ‘ ' 

, Starfieet A.CADEMY,' it works well for.-fleet engage> • 
-mehts. (and if you're worried that cjdmbat won’t be 
. vjscerarenough.focyoir, check Dut the sidebar).-'. 


- Actually, .the stiBamlined combat system is a 

- good measuring stick fprthe rest of the design, 'r 
^because if you're expecting the npxt step beyond 

' MOO ll.you might very well be disappointed. But ' 
if you've always wanted, to lose yourself among 
. your.favorrte Star trek icons, this is the only 

- ganid .in .the galaxy, ^ow, if l ean just find that 

blasted. tricorder....S • . 

3D in a lUrn- 
based Game? 

Birth of the Federation’s Task 

Force Mission 
Screen is clean 
but utilitarian, 
leaving you 
with the visual 
impression of a 
’90s version of 
the venerable 
Trek mainframe 
game. 

Nevertheless, 
every ship used 
in the combat sequences is a 
detailed 3D model. Just like the 
ones shown here — complete with 
authentic 
Federation, 
Klingon, 

Romulan, and 
other Trek 
insignia and 
markings. 

Combat is turn- 
based, but after 
decisions are 
made, battles 
play out in real- 
time using the Falcon 4.0 3D 
engine. 

This is an actual shot of combat 
from the point of view of a 
^deration cruiser, where both it 
and the 
approaching 
Klingons are 
fully rendered 
3D models. Not 
only can you 
zoom in and out 
during the bat- 
tles, but Kirk 
wannabes can 
also save their 
triumphs as 

VCR-style files and send them to 
: fellow Trekkies. 
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INTERACriVe EPISODES. ALL DIGITAL. 

Judgment Rites, and Star Trek 25th Anniversary, comes ■. XCTUAL QAMG'PLAy 
the amazing’ digital adventure based on the original series. SCP.66NSHOTS 



Incredible digital- technology recaptures the 
characters as they appeared 30 years ago 


Explosive New Story Written By D.C. Fontana 


“Bottom line, Secret of Vulcan Fury is set to 
become the ultimate Star Trek game ever.” . 

-Adrenaline Vault 


Uncover The Shocking Secrets Behind 
The Original Vuicah/Romulan Conflict 


“Interplay's attention to graphic detail, has 
resulted in a stunningly lifelike synthetic revival 
of the classic Star Trek players.” 

-PC Gamer 


HVC-WERS.^OR CyiER-S.- 

WWW.INTet^PLAYCOM 


•A. 


STAR TREK: S6CRET OF VULCAN FURY: Software ©1997 Interplay PrqducUons. AH rights reserved. Interplay. Interplay Logo, 5y Gamers. 

For Gamers. Jribal Dreams and the Tribal Dreams logo are trademarks o^f Interplay Productions. All rights reset^d. Trademark and 
©1997 Paramount Pictures. All rights reserved.'S'lar Trek, and related markMre tiie property of Paramount Pictures. All rights reserved. 

All other copyrights and trademarks are Die property ol their respective owners. ■ ' 


k A “One-Click” Interface Offers 
Immersive, Fast-Paced Action 


'i 

- J 
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PastMs 

A Look at Previous 3Qurneys Into 
the S/ar Wr Universe 


game feature made for a se'condrrate game,' ’ , • 
. Interplay's Sta'rfleet Academv is a'mixed bag. 
Many gamers were disappointed inits Wmc'v. - 
CoUMANDER-esque space combat, since, ^rly 
' publicity billed the game as more.pf a-starship. . 
'bridge.simulaticfn. But while the space combat 
wasn’t all that interesting, the miSsiohs ih.this> ' 
game are among tlie best eyer for capturiitg : 
the-atmosptrere.of the original 5farTfe/(.. ■ ••• 


by Denny Attdn ■ . ■ Ucehsp:to Kill - • 

, • • ' ■ ■. •- There are a number of r/e/rgamesthat'ehqu^^ 

G 'lven.that a random poll of- ' still worth playing if you can fmd clearance i . .be passed by eyed if you spot them in the'bar- - 
my game-piaying cohbrts , cdpieroftheCp-ROM versions.- . ■ gain bin. Viacom’s Deep Space Nine; Harbinger had 

showed .a Star TreftyieWer- ■ . Taking's leapTn technology,- we come to . a pE^sable adventure storyNne, but incongruous : v. 
ship rateof about 95 per-- • Speotrum Holob^e/MicroPrbSeis S tab-Trek: The puzzlesand.anno'ying/ail-shooteractio'h. ; 
centi it's no. great surprise N^ Generation, A Final . Unity. -T he first dpgent- sequences made it an ekerciseirifrustration. 

^thaf Trek'games have been. . game basedon theNCC-17Dld crew {Prentice-. Simon & Schuster interactive’s dTMt.TREKi.BoRa 

popular since the dawn of - . Hall’s 1969 CGA The TrAnsinium Challenge was .. ' wds-a good argurhentTor why full-iiidtioh video ' . 
personal. cornputing. ■ embarrassingly, bad), thisHong^delayed adven- . . adventures don’t work, while the company's-SrAR . . 
'.longtime gamers wiirrerpeiti.ber the old tgregame-had'its share of probiemS’ such as. . ' ‘ Trek: Kungon vvas actually an Interesting referV 

■ grid-baSed Star Trek games, born.on main-* way tod many artistic styles for one game. Still,' ence workon the Klingpn'empire with a shallow, 

frames and quickly ported to early platforms . a' good plot and beautiful, If inconsistent,'- 'uninteresting “game" element tacked on. Better 
■ such as the TBS-80, Vic-20, and aWi 400. As .. - graphics ihake this worth picking iip jf you - todtickwjth.thecompany’sexcelient reference- 
.much' an exercise, in geometry as tectics, these missed it the first time around. ,. ' ' - only, works, such as the Interactive Techmi,caL'... 

games had you steering your ship around a 2d MiproProse’s bland follovy-up, Star Trek;- ' -- MANUALlandthe Star Trek Encyclopedia! 
grid-and fighting Klingops by figuring out the ’ Generations, wasn’t as successful an effort. .The . As for efforts to nijik’ the license for every-,’" ., 

angle arid distarice to fire your'phasers and tor-^ game was never .sure iUt-was a 3D shooter of . '. .'-Ihing -that its' worth, such as ^tAr Trek: Pinball, .; ' 

pedoes. Afew coninferblal versions of this sim- ' . -an adventure game, grap.hics were nre'diobre 'at. ' we'j'ust say-drop thenr into the transpo'rtef . , ^ ' 

pie but fiin tactical game existed, ihcluding the best, , and sipppy controls and an 'abysrnal save;- .buffer' and set it.pn.scattef..Ss . . - 

unlicensed Star ' . ' •: - • . ' - . ‘ 

■■FLEETi,'frO(n • s 

Cygnus/lntprstel. ' ■ • • - • • , : .. • • - • , ,- 





I 




St^RmET 




- SnU tTHcr.. 


• C61V called it ' , • 
“state-.of-^the-art for- 
space games” — 
state of-the art fo'f 48K’ ^ 

Ataris and 1 28K PCjrs;, . ' > 

that IS. ;■ ' . ■ 

lf:you miss'thbse simple 
days,checkoiit.'lHisriionth’s,- 
CG-ROM .for a classic text-bas^ , 
Trek game from the late '80s. 

There are twoyersiorisj the editors ' 
aqtuaity prefer- the.ait-text Begin 1.65 
■ to the graphics-based Begin 2. 




CsmmercialTrjeks . . . 

’ U.censed Smb r/iEx games got. thejr Start - . 
with'portsofthecoia-oparcadegame.for , • 
8-bit computers, but we’ll pass by those and . 
the early all-text adventure gamesllike The ; 
Kobyashi Alternative. As with the first seasorf of 
Deep Space N/ne, most of those episodes are 
best forgotten. . 

One of the first good Trek games was . ' 
Interplay's Star Trek: 25th Anniversary, an 
. adventure game that let you follow the original ’ 
series crew '(who, in lo-res VGA, took on a sort ' ' 
of Fistier-Price look) on a variety of related itils- 
. sions. Even better was. the follow-up. Star Trek: 
Judgment Rites, which featured better Writing 
and-less hokey graphics. Aithough'-these garnps 
were released way back in 1S92-93,- they’re ' , 
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HAY- 1996 




1 . 



Play head-to-head 
match play or stroke 
play against 
professionals as they 
play their actual 

^Memmefmt'ft'i^e. 


THE 


The play is fa^^mju 
'■eal... choose 
of the most 
golf courses 
world, Hiltow^^^m 
and St. MWi; 


PRO 


lOUSE DRIVE 


Superb graj^^^^^ 
accurate dWmHmw^ 
down 
the 


(Don't just click iti) 


Play over 
player swin' ^mm 
player stancesT 






VtSSNi*®- 


The Golf Pro Featuring Gary Player lets you play 

golf for real. The exclusive MOUSE DRIVE'^' system allows you 
to move your mouse with the precise rhythm and control 
of an actual golf swing — no more click-click-click! 


Check out the rvi’olutioiuiry 
Mouse Drit'f on 
www.mou5edrive.com 
Now you can do everything 
with your mouse that you can 
do with a golf club! 



PC CD-ROM 

WiniDOWS-95 


empire 

www.einpire-us.coin 


- Arailahic at 

^^'cTMeraUin COMPIBA 

SOllwatS n» w S rouf 




N E .X T:' ".G; 'E^ N, B. r! A' T i 0 N- '. . 0 ^F' ■, S T A R ' ’T K j K.-“ .Oft 


iltlier Jnys 



Other Wc H'itles fram the Resourceful to thB Exploitive 


by Alien Greenberg and Denny Atkin 


T 


here-are a number of other 
rre/r-bas.ed titjes.ihat.don't fall 
into Ihe'catdgpfy of traditional 
.games', o'r.that are based only 
peripherally on Star Trek. We 
sent our away tearn down to 
determine which were worth 
further exbloration. 


'mation from Hick Sternbach and. Mike.Okudals 
' print STTNGjechnical Manual you can find this" 
title as part of (he Star'Xr^k Gift Set, wtiich alsq : 

- ’ contains the Qmnipedia (ah earjier version of the 
ENCYCLOPEDiit mentioned aboyeUnd-the-kuNGON '' 
Language U b; ■ ' 


Memory Ajplia . 

. BackHn.the’ early days, before Star Trek: 

The Motion Picture, lybecatne obmus \ha\ ' 
Star- fanatics were severely afflicted with' 
trivia-maiiia/ Every iota.of inforfligtiori.;. 
becante a pure gift from heaveri. Now, three 
series and eight motion.picbires jater, trivia . - 
■‘fanatics suffer frpmjf nothing else, an 
. embarrassment of fic’hes. 

- As per the tate Uene Roddenberfy’s edicts . 
someone has been keeping track of the , 
detaijs and chronology so'that it actually fits 
together as a'.cohediv'e future history..THE Star , 
TflEK^hcvaopEDiA from Simon &. Schuster is ’not 
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GOOD GREEK Could it be “Who Mourns for 
j Adonis?" How good is your trivia recall? 


Pseudo 

.'-'Along with th'eref- 
erence titles,'yount 
also find a .few ; 
gathes that are 
■ basechin some 
viiay.around Star 
.Tfefr,. but don4 ■' • ,• 

•Yeailylake ■ ' / 

■place in the- I 
7re/f universe ' 0^ 

Two recent . ' 

' efforts incidde STAR'' ' 

Trek:The Game Show, -revievyed in . •• 

this issue’s'Classics/Puzzles-section, and . • . 
Interplay's Star.Trek PmeALi. This lackluster title 
includes twp tfadiiidnal pinball tables (think . 
Pinball with Tfe^ sound samples r.epeated'to 
' the point of annoyance) and a somewhat innov-'- 
. afi've tw/o-player, six-flipper tabid called 
Nemesis. But the .Tre#r license is gratuitous* ' 
here, and there are much better pinball games 
available. % ’ - 


fhefirst of its'kihd, but.ifCertainly is the- • 
largest. The four-CD set completely covers. . 
the.firsttwo series, -the first five seasons o'f • 
'Deep Space Nine.ibe first’ three seasons of 
Voyager, and-all eight fjlms. The encyclope- 
dia features over 3,bOG photos .and more 
-than 400 video clips, including every ' ■ 
episode, preview from Deep Space Nine and . 
The Ne;(t 'Generation. 

Of special note are slide shovy presenta- 
'tions, which cover sugh diverse subjects as 
•Sfaf •Tfeiff's.p'roduction history and-the . 
biographies of the two most well-known, 
captains of.the Enterprise, thpse features ' 
are elaborate, and well worth the price of . - 
. adniissjon even if you are not interested in . 
what you should do with your spith basil.' . 

. The .volume Is extensively cross-indexed, 
and Users can also write their own articles ' 
or entries and insert-them Into the.whole ‘ . • 
work. This is a treat to be stire.for Star Trek. 
fanatics. • - . • • • - ' ' ’ 

Anottier-reference title, Star Trek; The 
Captai.h’s Chur, lets you explo.re the bridges- - 
of Vi\bEntB^rise-£{ ttie; Voyager, the Defiant, \ 
the f/iferpir/se-A and the.ongin^ Enterprise . 

' using QuickHriie VR: While it's.an interesting 
tibe tor. die-hard rre/rfaiis, -there’s, not much 
here to hold, your ihterest long-term. The -. 
•earlier Star TREK:TijE Nsirr Generation- . 
Imteract/ve Technical Manual has a siriiilar ‘ 
QuickTime VR replica of the Enteiprise-Ds 
bridge, but also is packed with jneatyjnfor-*. ■ ; 



Actual . 


■aptun's fr 






RealLife 

Qmpamm 


E!/ni;er :i VirtLi;il Reality world where an unspeakable evil is 
destroying the elite team of scientists who created it — with 
only you to stand in it’s way. 


• You solve over 20 mini-mysteries on your way 
to the final confrontation 

• You search for clues in over 3 1 virtual reality locations 

• You interrogate up to 40 unique witnesses and suspects 

• Both DVD and CD versions inside the box 

• Featuring Dolby Digital™ (AC-3) 5.1 -channel 
surround sound 


iit 115 on [lie web nr w 
GO TO #241 @ w 


wAccessSofnvare.coni. And add some color lo your life! . 
v.computergaming.com/infoiink 


WACCESS 

■ SOFTWARE INCORPORATED 









UNDO 




>lay.com 

rQa®i9.com/infoiink 


Complete Freedom 
Precision Kiilinr 

‘Wc’rc not talking about,, cur standard 

run-and-gunf„„, 


.will impact tbc way wC play 
camcs forever.” 


c„«..y to hU (litcraUy). 
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CGW SCOOP 


nVidia Aims High 

This Single 2D/3D Chip Could Outperiorm Two 3Dix Voodoo^ Cards 

by Dave Salvator and Loyd Case 


C liip manufacturer nVidia has revealed new technology that 

could deliver significant breakthroughs in 3D performance and 
compatibility. Tlic company showed CGlTliovv its upcoming 
RfVA'rNT chip may do in 1998 what its RIVA 128 did last year; 
Reshape much of the landscape of PC graphics. Tire ITTF is 
still in tire prototype phase, and we weren’t able to verify nVdias claims by 
testing production versions, but we thought we’d report what looks to be an 
important development in 3D grapliics. 

Like tiie RIVA 128, the TNI’ is a 2D/3D chip designed as a single solution 
for gamers. ’The 128 featured very fast 2D and equally impressive 3D. 

Though marred by two image-quality issues — both of which have, by and 
large, irecn corrected — the 128 has become the 2D/3D darling of the day, 
finding homes in systems from Dell, Micron, and Gateway, as well as onto 
boards from more makers than we have room to list. 

The TNT is similar to the 128 in several respects. First, it uses the bmte force 
approach to 3D graphics perfomrance, using 5.5 million transistors, nearly as 
many as arc found in a Pentium 11 (the 128 has about 3.3 million, similar to a 
Pentium,) And, like the 128, the TNT is specifically designed to accelerate 
Microsoft’s Direct3D, though the ITTr is targeted towurd the upcoming 
DirectX 6,0. 'Ihe capabilities necessary for stellar D3D perfomiance make for 
a potentially stunniirg OpenGL, part as well. And since D3D and OpenGL are 
the tM.'o“am on almost any chip" APIs of choice, there shouldn’t be any com- 
l^atibility issues with the TN'T So how does it work? We’ll take you through the 
chip’s design and explain wliat it means for games and gamers. 

IF ONE IS GOOD... 

Perhaps the T^NTs most impressive feature isn’t a feature at all, but rather the 
architecture itself. Tire TNT doesn’t have jast one rendering engine, it has hvo. 
And it’s this twin-engine design that may make the T'NT the chip to beat in 
1998, most likely outpacing Intel’s new i7-4() and maybe even 3D£x’s venerable 
Voodoo^ chipset. Tire 'PhTIs aggressive design goals call for a fill rate of 
200Mpixels/sec with the capacity to handle \\p to six million triangles per sec- 
ond. To give you an idea how fast this is, the TNTs projected fill rate is faster 
than Voodoo^ boards connected togetlicr using 3Dfxs SLl technology. 
How does the T NI' plan on delivering this lofty level of perfomiance? 

’Ihe TNT needs a constant stream of data to feed it, so the TNTs architects 
have tuned the prefetch queue to the point where thercs very little dead time, 
])rovided tire system is feeding data to the graphics pipeline. ’^Pliey call this “per- 
fect prefetch." The prcfctcher is coupled to a single TKB vertex cache, which 
feeds twin processors tliat incorporate both a full floating-point setu]) engine 


and a pixel engine that handles all the 
per-pixcl operations. Next, each pixel 
processor feeds an effects processor 
tliat handles the lighting, shading, and 
applying of textured pixels to polygons. 

Also feeding into the effects processor is 
an 8KB texture cache. Tiiese then feed 
a single, constant-velocity FIFO (First- 
In, First-Out) queue, which acts as a 
buffer between the dual rendering 
engines and the frame buffer. At the back end, the TNTs 128-bit memory inter- 
face is asynchronous, so local memory — SGRAlVl most likely ninning at 
200M!Tz— can be faster than the TNTs owii clock rate, which is currently 
planned to be lOOMHz. Other features include a 250MHz ITAMDAG for high 
refresh rates at high resolutions, up to 16MB of local memor)', and full AGP 2x 
functionalit)' including AGP texturing. For an even more detailed map of the 
TNTs twin-engine design, you can follow along ste]3-by-stcp with the lovely 
and talented diagram on the next page, 

I CAN DO THAT 

As for features, TNT supports per-pixel MIP mapping (tenns in red are 
defined in the“3D Tenus” sidebar on tlie next page) and now supports aniso- 
tropic filtering, a method for filtering textures along one axis. TTie TNT will 
likely use this anisotropic filtering to generate trilinear MIP mapping effects, 
which will make for more refined texture filtering and less blurriness. 

0])erations are now all 32-bit, including 32-bit Z-buffer, in which opera- 
tions arc calculated with 2d -bit precision and the last eiglit bits are used for 
stencil buffering, a feature supported in both Direct3D 6.0 and OpenGL. In 
fact, all rendering operations are now 32-bit. Say you’re running a g;ime that 
operates in 16-bii color, then the dithering from 32- to 16-bit color would be 
the final o]3eration. On the Al’I front, the TNT fully sujjports DirectX 6.0, 
including bump mapping, multitexturing, and stencil buffering. 'Flie TNT 
will also arrive with an OpenGL IGD, so any games written to that API 
should also find a ha])py home on TNT 

Wliat docs all this lingua tcclrna mean in English? TTiere are two com- 
plete rendering engines on the chip tliat can work in parallel. T he twin ren- 
dering engine has the potential to perfomi faster than a Voodoo^— with 
more features. Also, nVidia claims the TNT will handle mullilexture opera- 
tions — DirectX 6.0s most |irominent new feature that speeds lighting and 
otlier texture effects — in a single pass. 
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3D Architecture of the RIVA TNT 



T WIN-ENGiNE DESIGN This diagram shcrws the data flow through the TNT's 3D rendering processor 3D data from the sys- 
tem bus is anticipated by the “prefetcher;" which tries to keep the twin rendering engines working at peak efficiency. The 
prefetcher is coupled to a vertex cache, which stores positions of the comers of the polygons: the vertex cache feeds par- 
allel processors that perform full floating-point calculations and per-pixel operations. Next, each pixel processor feeds an effects 
processor that handles the lighting, shading, and applying of textured pixels to polygons. Also feeding into the effects processor is 
an 8KB texture cache. These then feed a single, constant-velocity 
FIFO (Rrst-ln, First-Out) queue, which acts as a buffer betv/een t?? ^ 

the dual rendering engines and the frame buffer At the back ^ 

end, the TNT’s 128-bit memory interface is asynchro- 
nous, so local memory can be faster than the TNT’s 
own clock rate, which is planned to be 100MHz. 

If the finished board meets nVidia’s design 
spec, the TNT could have a fill rate of 
200Mpixels/sec with the capacity to 
handle up to six million triangles per 
second. Dual Voodooes would, by 
comparison, have performance 
numbers of 180Mpixels/sec 
with a polygon through- 
put of three million 
triangles per 
second. 


GENTLEMEN, WE HAVE THE TECHNOLOGY 

Wiials the first thing ;i game developer does wTtli any 
new piece of liardwarc? Sini]Dle, tlirow enough work at it to 
try to bring to its knees, Needles.s to say, developers should 
have a lot of fun trying to make the TNT sweat. Tlie result? 
Games with higher polygon counts, more textures, miilli- 
tcxluring cffect.s, and, ]5crhaps most notably, higher resolu- 
tions (how docs QuAKt: II at 1024x768 grab you?). TTie 
biggest thing the 'TNT has going for it is the Ginsu effect: 
This single chip should cut through just about anything— 
Direct3D, OpenGL, 2D, and digital video. 

Given that ITl VA 128 chips have found homes in most of 
tire loi>-lier system makers’ lx)xes, not to mention a bc\y' of 
board makers, tlic 'I'M T already has a foot in tlie door. So if tire 
'ITTT can pnrvidc this unprecedented lc\'cl of performance, it 
will also most likely ship millions of units over its lifetime. Tliis 
is good news for Direct3D and OirenGL, because in tire 'I’NT 


they will most likel)' have a jmerhoase perfonner Com- 
pairies that have leveraged ganres onto tlreir own chips by 
offering pro])rictary Al’ls — 3Dbcs Glide, PowerVRs SGL, and 
Renditions KRedline— may begin to see more title developers 
writing to DircetBD (irsl and to their APIs .second (if at all). Of 
course, the 3D-chi|r house is still prelly crowded, and other 
chip makers, .such as Rendilion, 3Dfx, 3DLiibs, ATI, 
V1dc()l.ogic/NP,C, Matrox, and, yes, S3, all have new silicon in 
tire works to keep themselves competitive. 

In bringing tire T Nl' lo market, tire crew at nVidia has laid 
out firr llicmsdvc.s a daunling task. 1b produce tlx; TNI) 
tlrcy're chairging manufacturing facilities and still need to get a 
fab line (wlrete chips arc produced) up and mnning. But if tlrey 
succeed, and oilier chip makers can’t deliser at least compara- 
ble pcrfomrancc .soon after tlx; TNT begins shipping later this 
)’ear, llicn nVidia maj’ be 1998’s big winner. % 




3D 

TERMS 

Per-Pixel MIP 
Mapping: A distance- 
based technique for 
keeping texture maps 
from distorting. Rather 
than keeping a single 
copy of a texture map, 
the renderer keeps 
several, As you get 
closer to an object, 
the rendering engine 
swaps in a different, 
higher-resolution ver- 
sion of the texture 
map. As you move 
away, the renderer 
swaps a lower-resolu- 
tion texture map onto 
the object. 

Trilinear MIP* 
Mapping: A filtering 
technique by which 
the Tenderer takes one 
pixel, its four neigh- 
boring pixels, and the 
four neighboring pixels 
from the nearest MIP 
map, and takes the 
weighted average of 
those color values 
before drawing the 
pixel. 

Anisotropic Filtering: 

An advanced filtering 
method that produces 
less texture distortion 
when the texture is 
viewed from an angle. 
This is the next level 
of filtering beyond 
Trilinear Filtering. 

Bump Mapping: Adds 
a raised, 3D tactile 
"texture" to a texture 
map, 

Stencil Buffering: 

Used for special 
effects, including soft 
and hard shadows 
from multiple light- 
sources. 

\__ / 



MAY t99R 


COW 





LOYD CASE ^ UNDER THE HOOD 



Decisions, 

Decisions 

Should Windows 98 or NT 5 Be Your Next 


B 


y tlie time you read 
this, it’s possible that 
Windows 98 is actu- 
ally shipping. And 
the 64-niegabyte 
question is... should 
I you upgrade? 

If you’re running either the original 
version of Windows 95 or Windows 95 
OSRl (service release 1), tlien tlie answer 
is a resounding Yes! If nothing else, tlie 
addition of EAr32, the high-capacity file 
sj'Stem, makes Windows 98 a good 
upgrade. Windows 98, unlike Windows 
95 Service Release 2, conies witli a 
E\T32 converter, so you can convert to 
the newer file system without having to 
back up and refonnat your system (or buy 
a partitioning tool like Fhrtifion Magic). 

Most of the other additions in 
Windows 98 revolve around user inter- 
face enhancements, performance 
improvements, and bug fixes. 

Windows 98’s user interface is much 
like that of Windows 95 with Internet 
Explorer 4.0 layered on top. Tlie good 
news is that it’s a little faster with Active 
Desktop turned on than is Windows 95. 
llie bad neu-s is that Active Desktop still 



sucks CPU cycles like they were fi-ee 
lemonades on a sw'eltering day. For best 
gaming performance, you probably will 
still want to turn off Active Desktop. 

Most Windows 95 games seem to am 


fine on Windows 98, although a few 
don’t. Joint Strike Fici-ri'ER didn’t run 
until I applied the 1.1 patch. DirectX 5.0 
is part of the operating system in 
Windows 98. Since it's very likely that 
full DirectX 6.0 games will be rare this 
Christmas, DirectX 5.0 won’t be obso- 
lete out of the box, as DireeiX 3 was 
with Wndows 95 OSR2. 

Tliere are some otlier good things, 
too. USB support is fully implemented 
in Window's 98, as is IEEE 1394 (a.k.a. 
RreWre). Intel’s 440BX chipset sup- 
ports both hardware standards, though 
you will be hard-pre.ssed to find many 
FireWire peripherals yet. Its my guess, 
thougli, that when Windows 98 ships, 
USB peripherals will magically appear 


on store shelves everywliere. Even then, 
USB controllers ma)' be problematic until 
most of the world upgrades to DirectX 
6.0 (they won’t work in DirectX 5.0). 

Another cool item for Windows 98 
users is the lime 
Up Wizard, 
which consoli- 
dates several use- 
ful performance- 
enhancement 
features into a 
single, easy appli- 
cation. The new 
Defi'ag tool now 
monitors your 
hard-disk usage 
and will move 
yoiu" most fre- 
quently used 
programs to a 
single location on 
your hard drive, 
which speeds up access. 

One other big enhancement in 
Windows 98 is the new Wndows Driver 
Model (WDM). WDM is the shape of 
future drivers, since both Windows 98 
and Windows NT 5.0 w'ill support it. 

NT DREAMS 

If you’re mnning Wndows 95 OSR2, 
the burning question is: Should you 
move to Wndows 98 or wait for 
Windows NT 5? 

Wndows NT 4 had limited DirectX 
support, but getting hardware drivers for 
DirectX was problematic. Wndows NT 5 
supports the WDM driver model, and 
can use the same drivers as Windows 98 
(assuming there is a WDM driver). 



And the 
64-megabyte 
question 
is... 

should you 
upgrade 

your OS? 99 
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LOYD CASE 


Microsoft has announced that 
Wmclou's 98 is lire last of the Window's 9x 
family, though tlic company promises to 
continue to siip|)ort releases for several 
more years. Yet tire Ixrys in Redmond 
have also said that Windows NT 5.0 isn’t 
realK' the'ccasunrer” version of NT 

Still, the N!' kernel is much more sta- 
ble than Windows ^)x, and Nl’ is a full 
protecled-mode operating .system, 
meaning NT can shnig off application 
crashes that would otherwise take dowii 
Windows 95 or 9S. 

its aLso po.ssiblc that some Windows 95 
games won’t mn well (or at all) on NT 
5.0. Also, almost no DOS games w'il! run 
on Window' NT, so if jon hav e favorite 
DOS titles, >on at least want to be able to 
dual boot back to Windows 95. 

Until we have mure definitive data 
com])aring tlx; two opeaiting systems, 
gamers should hold offn|)grading to 
Windows NT 5, We’ll lest the new OS 
here at CG’U''and gi\'c you a rejrort when 
w'c have some solid lesulls, 



H ere at CGVi, we generally rec> 
ommend external modems— 
they’re much easier to config- 


ure than internal modems and don’t 
take up a slot. However, their perfor- 
mance can be slower than an inter- 
nal modem, especially if the modem 
is using its own internal compres- 
sion. For gameplay, you normally 
want to turn off compression, but for 
Web access and file transfers, com- 
pression is a godsend, as it speeds 
things up a lot. However, the good 
or PC serial port in most current- 
generation PCs is limited to 
115Kbits/sec (that's kilo/t/fs). Since 
the modem may be decompressing 
incoming compressed data on the fly, 
it often has to pause for the serial 


port to catch up. tn fact, compressed 
files coming In at 28.8Kbits/sec can 
sometimes reach 5D0Khlte/sec after 
decompression. 

USB will certainly help solve the 
problem in the future, but meanwhile 
one possible answer Is a faster serial 
port. Luckily for us, tiie serial-port 
wizards at Pacific Commware 
(www.tUfbocom.com) offer their 
lUrboExpress 920, which can reach a 
sustained transfer rate of 920Kfaits/ 
sec. if you have an external 56K or 
ISDN modem, then you owe it to your- 
self to check out the TurtaoExpress 
920. On my own 3COM ImpactlQ 
external ISDN modem. I've reached 
file-transfer throughput of more Uian 
10KB/sec (kiiohyfes per second), 
compared with around 8.5KB/sec 
before the upgrade. Head over to the 
Turbocom Web site and check it out. 


k 




Visit our web site at 
httpr/Zwww.saitekusa.com 


Available at CompUSA, 
Best Buy, Fry's Electronics 
and other computer and 
software retailers. 


"Cadillac of 
Controllers" 
-PC GAMER 


'1998 Best Peripheral' 


Killer Controls 


Killer Kudos 


Fully featured throttle and stick 
combo with dozens of program- 
mable killer controls ■ Superb 
feel, perfectly molded grip ■ More 
than 250 hands-on game func- 
tions • Unique, super-responsive 
built-in rudder control on X35T 
throttle ■ Silver Medal Winner, 
1997 E3 Best-of-Show - AAG 


"Rating: Awesome.. 

the feel of the 
joystick is perfect" 
•ALLABOUT GAMES 


An exceptional value. 
X36 Throttle and Stick System 

$ 149 ” Can be purchased separately. 

Easy Windows programming 
Pre-programmed for Mkrosoft' Flight Simulator, 


GO TO #271 @ www.computergaming.com/infolink 
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Millennia Xku Home 



. ou thrive in another world. A 
i world where destruction pumps 
; you up. Where speed overtakes, 
power overwhelms and rage overrules. We can 
make you better. Micron Electronics knows how 
to dominate your world — with more speed and 
power. Our Micron™ Millennia* Xku is the juice you 
need. Shoot this megadose of an Intel 333MHz 
Pentium processor into your gaming veins and 
I';' experience mind-blowing power and speed like never 
before. This is the system that Boot Magazine honored 
with their March 1998 Kick AssI Award. And it's the system 
gamers ride all 
the way to the top. 
f Nothing improves 
performance faster. 

Sure, it's just a game. 

Limited offer from Microsoft — buy this 
But we take it seriously. Micron Miilennia system and receive 
a coupon book worth over $200 
in savings on ieading Microsoft products! 
Call for details. 


1 / , 


Limited Offer 



Intel 300MHz Pentium^ II processor 
(features MMX™ technology) 

SifMB SDRAM 

fi.itCB Ultra ATA hard drive 

17" Micron 700 FCx, .26dp monitor (16” display) 

82440LX chip set 
512KB internal cache, 2MB BIOS 
Integrated 100MB Iomega Zip drive 
3.5” (loppy 

32X ElOE variable speed CD-ROM drive 
Diamond Viper V330 i28-bit AGP 3D video 
with 4MB SCRAM 
32 voice V/avetable stereo sound. 

Advent 009 speakers with subwoofer 
56Kbps x2 data/fax modem’ 

104-key enhanced keyboard 
Microsoft' IntelliMouse™, USB connections 
Microsoft Windows* 95 and MS* Plus! 

Microsoft Home Essentials 
5-year/3-year Micron Power*" 
limited warranty 



' 2,399 

Cotiaimer lease 
starting at $ 96 /mo. 


Millennia Xku Home with DVD 


Intel 333MHz Pentium II processor 
(features MMX technology) 

64MB SDRAM 

8.4CB ultra ATA hard drive 
19” Hitachi Supcrscan CM751 monitor 
(18.0" display) 

82440LX chip set 
512KB internal cache, 2M6 BIOS 
Integrated looMB Iomega Zip drive 
3.5" floppy 

DVD-ROM drive and PCI decoder card 
Diamond Viper V330 128-bit AGP 3D video 
with 4MB SGRAM 
56Kbps X2 data/fax modem’ 

104-key enhanced keyboard 
Microsoft IntelliMouse, USB connections 
32 voice Wavetable stereo sound, Advent 009 
speakers with subwoofer 
Microsoft Windows 95 and MS Plus! 

Microsoft Home Essentials 
5-year/3-year Micron Power 
limited warranty 


' 2,999 


MICRON 

POWER 
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Micron Sales Hours: Mon-Fri 6am-iopm, 
Sat 7am-5pm, Sun ioam-5pm (MT) Technical 
Support Available 24 Hours A Day-7 Days A Week. 
Toll-free from Mexico; 95-800-708-1755 • Toll-free 
from Canada: 800-708-1758 ‘Toll-free from 
Puerto Rico: 800-708-1756 • International Sales; 
208-893-8970 • International Fax: 208-893-7393 

Uluil p«rfbmtTKt II (KpcTHlePI upon Tiumtrns IdCIWI md 


es.be.AlflvwteSKWl.MKroiiBBnttnicsiSfBlrtspofBlttdioiomitswini ._, 

M nflOCK |»m « iW 6«rti ao3 lufUing w »T/ iMWable liies. 3»day 
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GO TO #100 @ WWW, computergaming.com/infolink 


Call now to order. 


II 888"669''0969 


www.micronpc.com 



Configured For Your Life!" 





HARDWARE HARDWARE 


■k-A-A-ki REVIEW • THRUSTMASTER FLIGHT PACK 



Flight System Soars 


by Loyd Case 


Price; S149 
Manufacturer: 

ThrustMaster 
(503) 615-3200 
www.thrustmaster.com 


F 

I : 


light-sini aficionados generally 
agree tiiat a i 101 AS (hands on 
throHJe and stick) controller setup, 
with separate slick, throttle, and 
Riclder pedals offers, the greatest 
level of realism when you’re strapped 
into your virtual cockpit. 

'FlmistMaster fills the low-cost con- 
troller void with its Flight System. At 
first, $150 seems like a lot, but for your 
liard-eamed cash, you get a joystick, pro- 
grammable throttle, and mdder pedals. 

Tine least appealing part of the system 
is the joystick. Tire Flight Pack uses the 
trusty 1b[) Gun, a tu'o-thirds-size version 
of the original 1'hrustiMa.stcr FCS. 
Modeled after the stick in the 1960s F-4 
Phantom air superiority fighter, it’s capa- 
ble, though unexciting. Tire Elite mdder 
pedals superficially resemble Himst- 
Master’s RCS, but are .smaller and take 
up less space under your desk. Tlie feel 
is a little stiffer, but I found the pedals 


somewhat easier to control and less frag- 
ile than the RCS. 

'lire star of the .show is the new Attack 
Tliroltle, which uses llimstys patented 
DirectConncct technology'. ’Ihis allows 
the throttle to pass keyboard inputs 
through the game port, 'fliat’s right, no 
more keyboard pass-through connectors! 
Tliis feature alone is worth a few cheers. 

1hc throttle has four buttons and a 
three-way toggle. You can use the toggle 
as discrete buttons or to toggle states for 
the four main buttons, giving you up to 
12 commands. 

Tile pmgramming utility is simple 
and straightfom'ard. 'Ihere are also very 
noticeable idle and afterburner detents. 
’Ihc buttons on the throttle felt just a bit 
cheesy, but they worked well. Hie only 
downside is that all the documentation 
is electronic. 

Tlie nice thing about the flight System 
us that ilstjuile simple, so if you’ve been 



intimidated by the 1'QS or Saiteks X-36 
gear, give this one a look. Ifyou don't like 
tlie 1bp Gun stick, you can get the jicdals 
and throttle sc|)aratcly, since the Attack 
Hiroftle software will program any stan- 
dard four-button stick. % 

^APPEAL: Flight-sim jockeys who 
are looking for a simple, low-cost 
HOTAS setup. 

^PROS: Simple, easy to use, easy 
to program; no keyboard pass- 
through; relatively low cost. 
kcoNS: Throttle buttons feel a bit 
chintzy; 

Top Gun 
stick does 
not mea- 
sure up. 
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REVIEW • 3D STRIKER 


Price: $69.99 (with 
software bundle). 
Manufacturer: 
QuickShot Technologies 
Milpitas, CA 
(408) 263-4163 
www.quickshot.com 


3D Strikeout 


by Dave Salvator 

E arners have seen a lot of oddball 
controllers come doun the pike 
over the past year or so. Most 
tried to allow gamers a different 
way to mouse-look in first-person 
.shooters, or tried to make six-degrccs- 
of-freedom in games like DKSCtsNT less 
cumbersome. After some awkward 
learning, most partially achieved the 
desired effect. Well, say hello to one 
that achieves a different effect: uselcss- 
ne.ss. Tliis turkey’, called the 3D Striker, 
was brought to market by QuickShot, a 
maker of various peripherals including 
some decent multimedia speakers. 

Wliere to begin? Well, start with a 
badly translated manual that includes 
such gems a.s; “moving the 3D handle 
and place your comment witli Ihc 
ergonomic keyboard at the same time.” 
(I’m not making this up.) ITie 3D Striker 
is tenneda “digital gaming keyboard,” 
and connects to your PC’s keyboard port. 


No me.s.sy joystick ])lug to mess 
with. Of course, this means the 3D 
Striker can only input keystrokes and. 
despite having a fairly comfortable joy- 
stick, can’t really perfomi joystick duties. 

Now wc move on to 3D Strikers con- 
figuration utility, such as it is. 1 he DOS- 
based utility has pre.set configurations for 
about a dozen games, all of them DOS 
titles. Apparently', this whole Wndovs’s 95 
gaining thing isn’t really worth support- 
ing yet. Tliis utility also pre.selcct.s the 
sound card tiie DOS title will use. Here’s 
where it gets weird (okay, u'cirder): 
Despite having these dozen or so pre- 
configured .settings for specific DOS 
title.s, you can’t reprogram the 3D 
Striker’s buttons. 'Fliey’re all hard-wired to 
enter specific keystrokes. I scoured the 
documentation — all six jiagcs of it — In 
see if there was soniclhing I had mussed. 
There wasn’t. 

The 3D Striker works as advertised. 



Hie only' jirob- 
Icni is, it works as acK'cr- 
tused. 'Fliis ones an early contender for 
CCH'’s hardly coveted 1998 [!)oorsto[) of 
the Year award, and may actually' already' 
have the award scuii up. 

If you like to slow down at car acci- 
dents to lake a look, then cheek this guy 
out. Otherwise, nios'c along, folks; iheres 
nothing to see here, 

^APPEAL: Uh, anyone looking for a 
more comfortable set of number 
keys in a row. 

>PROS: Fairly comfortable (but 
almost useless) joystick handle; 
lovely 






CYBERSTIK • REVIEW A ★★ 


Cyberstuff 
Catches Some Air 


by Loyd Case 

I ts not too often that a new technolog- 
ical inno\'ation impresses me sini])l\' 
because it works, but tire Q berStik 
did. Heres a jo^Tstick without |>oten- 
tiomcters. It senses tlie movement of 
the axes and communicates those 
changes to the game port. You can sort of 
hold it in the air, wave it around, and the 
game reacts. In fact, the only moving 
parts arc tlx; switclxs themselves. 

You can use the CyberStik as a quasi- 
standard controller by attaching it to the 
weighted base that ships with the stick. 
'Hie base ser\'es only to anchor the stick; 
while there is a moving pivot point, it 
doesn’t affect the joystick signal in any 
way. CyberStuffsu^esLs using the base 
to calibrate the stick. 

In its base mode, the CyberStik emu- 
lates the CH Flightstick Pro. Instead of a 
throttle slider, there's a forward/reverse 


s\sitch on the top of tlie stick that 
increases or decreases the throttle 
response. There’s also an LlilD on lop of 
the stick that indicates whether )'ou'rc in 
digital or analog mode. 

The stick worked very well with several 
driving games I tested. Flight sims worked 
okay, though its certainly not the height of 
verisimilitude. 1 didn’t have much luck 
with 3D shooter games, ihougii — it w'as 
hard not to o\^ershoot the target in hlM-Wi' 
Gkar or Jf- Dl KN’IGI rr. '\^^e C\ berStik 
does work with nidder [)cdals or an ana- 
log throttle, though why )ou’d do that is 
open to question. 

'Fhc real bummer with the CyberStik, 
though, is its sixpe. There were sharj) 
edges around the front of the stick (osten- 
sibly finger indentations), but i found 
them fatiguing in extended game))iay. If 
}ou hold the stick with both hands— sort 



of like a iN Iel Cibson with a 


Clock 10 — then it’s less tiring. 

The CyberStik’s real market 
may lie with portable gaming. 

Lugging a joystick along with a laptop is 
a real nuisance, but the CyberStik may 
be just the ticket. For everyday gaming, 
though, its distinctive .shape may be its 
Achilles heel, % 


^APPEAL: Gamers who like big I 

gestures; gamers on the go with lap- I 

top computers. I 

kPROS: It works; in driving and fly- 
ing games, control is easy. 

►CONS: 

Price: $79 
Vendor: CyberStuff 
Richmond, VA 
(804) 330-5970 

www.cyberstutf.com 


me grip 
gets tiring 
quickly; 
the novel- 
ty wears 
off soon. 


^1 

RATED*** 


ALTEC-LANSINC ADA305 SPEAKERS • REVIEW A A 


Don’t Touch That Dial 


by Dave Salvator 

F or gamers, it seems tire Universal 
Serial Bus (USB) has, .so far, hecn 
one of those Godot-t)'pe technolo- 
gies. You know; the one thuts been 
hvped to death, but you’re left w'ait- 
iiig, and w'aiting and . . .w'ell, you get the 
idea. There have been a few gaming 
dev'ices shipped using USB, with cpiite a 
few' more in the works. 

Well, Altec-Lansing has come u|) w'ith 
an interesting use of USB, and in a pret- 
t)’ unlikely place: speakers. We’ve heard 
some pretty tall claims about USB 
speakers replacing tlie .sound card as we 
know it, but don’t throw' away that 
SoundBlaster just yet, Altec’s 305s don’t 
use USB to send an actual signal; rather, 
they let you finely control the speakers’ 
imaging and volume settings, 

Installation was a bit vexing. The instal- 
lation CD doesn't include an INI^ file for 
Windows 95 to read when the 305s arc 
delected as a new' des'ice. Instead, you 


mast cancel out of the aiilo-delecl 
sequence and nin tire speakers’ setip pro- 
gram. On reboot, Windows 95 discovered 
the 305.S again and used the ncwl)- 
installed driver. 

Altec’s USB-GUl .soflwarc lets you 
select three imaging modes; Stereo, 
Dolby ProLogic, and Dolby AC-3 
(Dolby Digital). Apparently you need to 
have an AC-3 encoder in the .syslem for 
AC-3 to be a selectable option. Ihe 305’s 
satellites each have side-firing driv'crs to 
help crcate“phantnnr speakers w'lien 
)’ou choose ProL/)gic or AC-3 mode, 
and the USB-GUI software lets )ou 
tweak individual volume levels, including 
the side-firing drivers. Curiously absent 
are any controls for FQ (bas.s7trcblc), 
aside from a subwoofer volume fader. 

Tlie 305s sound quite good, w'ilh very 
.solid bass and clean midrange and high- 
end imaging. Tlie big downside is that 
an)'time jnu tweak even tlie vxilumc on 


tlie 305.s,\oii 
tc^le out of \our 
game, and /Mtccs 

USB applet conies uji to show \x)u the 
volume change piu're making. 

If you jiust have to put those USB 
ports to good use, the 305s w'il! fill tlie bill 
and sound terrific, [irovicied you don’t 
need to make any volume changes 
niidgame. But ifyou like smooth game- 
plaj' during volume tweaks, the 305s arc 
not your optimal choice. % 

►APPEAL: Audiophiles heil-bent to 
get some use out of their USB ports. 
►PROS: Solid overall audio quality; 
USB controls work well. 

►CONS: Any volume tweak during 
gameplay 
brings the 
game to a 
screeching 

RAnD** 


Price: S199 
Vendor: Altec-Lansing 
Milford, PA 
800-258-3288 
www.altecmm.cDm 


HARDWARE HARDWARE 










HARDWARE 


■A-k-ki REVIEW • OUTLAW 3D 


Jazz Hits a High Note 

by Loyd Case 


Price: S140 (street). 
Manufacturer: Jazz 
Multimedia 
(408) 764-2306 

www.jazzmm.com 


I f you’re looking for a fiill-fcaturcd 
2D/3D accelerator willi wides[>reac] 
software su|)[)ort and good perfor- 
mance, you won’t have to 
look niiicli further tlian 
the Jazz Outlaw 3D, It won’t 
win awards as the fastest 2D 
or 3D card out there, but it 
does the job at a surprisingly 
low price. We took a look at a 
4MB AGP version of the 
Outlaw 3D, which uses 
Rendition’s V2200 accelera- 
tor, the big brother of the 
chip used in Diamonds Stealth 11. 

'Hie V2200 is not a full AGP part; it 
doe,sn’t take advantage of AGP textures, 
nor does it support lx sideband address- 
ing. In reality, an AGP V2200 card is a 
PCI \y.\Tt running at 66MI-Iz. Given 
those constraints, our testing revealed 
the Outlaw to be a solid, but not out- 
standing Direct3D perfonner. Mowever, 
it does support Rendition’s RRedline 3D 


Al’l, which some game developers have 
supported. We also took a kjok at some 
beta OpenGL minidrivers capable of 


running GL Qt lAKiv The 3D WinBench 
score on a 266M1 iz Pentium II came in 
at 364, comparing favorably to the 3Dh;- 
cejuipped Pure3D, which weighted in at 
379 on the same sy'stem. Hie games we 
looked at ])erformed well, too. GL 
Qu,-\K 1'; ran at around 25 frames per sec- 
ond (the average of time-demos 1, 2, and 
3). Direct3D titles fared well also. 'Hie 
2D Wndou's perfonnance was pretty' 



solid, posting a score of 104, barely shy of 
current RIVA numbers. 

Overall, the Outlaw' 3D looks to be a 
solid, low'-cost 311) accelerator that would 
be a great complement to a Voodoo2 
hoard. Although it doesn’t support full 
AGP functionality, that’s probably nut a 
serious factor for another 6-12 months. 
At a street price of under $140, its an 
appealing card for those on a budget 
w'ho are looking for good perfonnance 
and Rendition su[5port, % 


^APPEAL; Gamers looking for a 
low-cost PCI or AGP V2200 board. 
^PROS: Low cost; solid perfor- 
mance in both 2D and 3D; supports 
OpenGL, OirectSD, and Rendition 
RRedline. 

►cons: 

Not quite 
the best 
perfonner 
around. 





“A DOUBLE MUST-HAVE. 

Anyone who plays computer games 
will want this AMAZING CHAIR!” 

ivtarc Spiwak 
POPULAR ELECTRONICS 

“/ could actually FEEL the punch of 
the afterburner!” 

EdDllle, ELECTRONIC GAMES 


HOW IT WORKS 

A 100 watt subwoofer built into the base 
generates low frequency sound that resonates 
through the wave chamber hidden inside the 
chair. Thus you not only hear but FEEL your 
simulation. Paired with your amplifier, the 
ThunderSeat makes your favorite flight sim as 
realistic as it can be without a motion simulator! 

OPTIONAL SIDE CONSOLES 

Put your favorite joystick controls and mouse at 
a convenient position. Add a keyboard holder 
and you have the perfect setup for both flight 
simulation and office work. 

Shake Rattle and Roll 
for as tittle as S1S9.SS! 


For more information, visit our web-site at: 

www.thunderseat.net 


ThunderSeat Technologies 

1 7835 Sky Park Circle • Suite C 
Irvine. CA 92614-6106 
714-851-1230 fax; 714 -851-1185 


GO TO mss @ www.computergaming.com/infolink 






The Most Respected Reviews Q KmWt I EH A 
in the Industry for 16 Years ■■E V ■Elllf ^9 



Scorpia Stings Battlespirc, p. 166 




Jedi Hmem Expansion Disk, p. 141 


Bevouo Time, p. 172 


This Month’s Reviews 


Game Name 

Rating 

Page 

Aide de Camp 


192 

Air Warrior lil 

AAAi 

177 

Andretti Racing 

AAi 

184 

Balis of Steei 

AAAi 

158 

Battiespire 


166 

Beyond Time 


172 

Carmaggedon Spiat Pack 

AAA 

154 

The Deeper Dungeons 

AAA 

187 

Evoiution 

Ai 

195 

Goman 

Ai 

158 

Jedi Knight: Mysteries of the Sith 

AAA A 

141 

Magic: Dueis of the Pianeswaihers 

★ ★ 

196 

Monty Python’s Meaning of Life 


197 

Redneck Rampage: Suckin’ Grits 


162 

Star Trek: The Game Show 

★ ★ 

198 

Suhspace 

AAA 

154 

Tanarus 

AAi 

151 

Virus 

Ai 

162 

VR Basehaii 

AAi 

180 

X-Men Totai Quake Conversion 

AAi 

142 


“Beyond Time wants to be Myst really, really bad and gets 
this about half right— It’s really, really bad. ’’ 

—Robert Coffey, reviewing Beyond Time 


HOW DO WE RATE? 


We review only finished products, not prerelease versions. The ratings are as follows: 


Outstanding: 

The rare game 
that gets it all 
right. The graph- 
ics, sound, and 
gameplay come 
together to (orm a 
Transcendent Gaming 
Experience, Our strongest 
buying recommendation. 




Very Goeil: 


Average: 



Weak: 



A high-quality 


A mixed bag. It 



A game with seri- 


I 

game that sue- 


can be game 



ous problems. 


I 

ceeds in many 

I 

that reaches for 


A 

Usually buggy, 


$ 

areas. It may have 

$ 

the stars, but 


I 

seriously lacking 


A 

minor problems. 

A 

falls short in sev- 


A 

in play value, or 

but Is still worth your 

eral ways. It can also be a 

just a poorly conceived 

money, especially If you’re 

game that does what it 

game design— you should 

interested in the subject 

does well, but lacks flair 

think long and hard before 

matter or genre. 

or originality. 

buying it. 


★ 

so buggy, 


Abysmal: 

The rare game 
that gets it all 
wrong. This Is 
reserved for 
those products 
•conceived, or 


valueless that you wonder 
why they were ever 
released in the first place. 






Customize 


Introducing the First Tact 



Design and grow 
your Bioderms. 

Customize your pilots to match 
your favorite battle tactics. 


Choose yoOT 
planet and ten 

Then play a campaig 
link with up to 7 oth 
and play over the In] 


Choose your 
corporation and 
yoiur mission. 

Eight galactic powers, each 
with strategic advantages 
and disadvantages, fighting 
in richly-detailed missions 
or randomly-generated 
campaigns with 
infinite replayability. 

■LffBSElond foreet^ ' - 


SIERRA® 


www.sierra.com/cs2 


@ 1998 Sierra On-Line, Inc. All rights reserved. ® and TM designate trademarks of, or licensed to Sierra On-Line, Inc. 


ical Sim with Turn-Based & 
Real-Time Gameplay 


Looking for depth? 

Cyberstorm 2 is the ultimate 
game of mass destruction and 
totai controi — for gamers who iove 
deepiy-layered strategic warfare. 

it's the year 2044. In the 



CORPORATE WARS 


GO TO #110 @ www.computergaming.com/infolink 



STRATE6Y/WARGAMES SPORTS SiMUUnONfSPACE CLASSfCS & PUZZLES ADVENTUHE/RPG AGnOK 


CG)N Review Index 


These Are the Games We Have Reviewed in the Last Two Months 


Game Name 

Issue 

Page 

Publisher 

Rating 

3D Ullra Pinball: Lost Continent 

March 

140 

Sierra Online 

★ ★ ★ ★ 

C&C Sole Survivor 

April 

133 

Virgin Interactive 


Croc: Legend of the Gobbos 

April 

125 

Fox Interactive 

★ ★ ★ ★ 

Daytona USA Deluxe 

April 

138 

Sega Enterfainment 

★ ★ ★ 

Excallbur 2555 A.D, 

March 

142 

Sir-Tech 

★ 

Ffogger 

April 

136 

Hasbro Interactive 

-k-A-Ai 

G-Police 

March 

127 

Psygnosis 

AAAAi 

Jet Molo 

April 

138 

Sony 

AAAi 

Manx TT 

March 

134 

Sega Entertainment 

AAA 

Mass Destruction 

March 

151 

ASC Games 

AA 

Men in Black 

March 

141 

SouIhPeak Interactive 

A A 

Need lor Speed 11 SE 

March 

147 

Electronic Arts 

AAAi 

NetWAR 

March 

147 

Headland 

Ai 

Nighlmare Creatures 

April 

134 

Activision 

A A A A 

Quake II 

March 

122 

Activision 

AAAAi 

Sub Culture 

April 

128 

Ubi Soft 

A AAA 

Test Drive 4 

March 

136 

Accolade 

A A 

Tomb Raider II 

March 

124 

Eldos 

A AAA 


Artnea & ueitnous 

April 

146 

Sir-Tech 

Ai 

Blade Runner 

March 

155 

Vlfestwood 

AAAAi 

Broken Sword: The Smoking Mirror 

March 

162 

Virgin Interactive 

AAAi 

Curse of Monkey Island 

March 

152 

LucasArls 

A A AAA 

Hellfire 

April 

154 

Sierra On-Line 

AAA A 

The Journeyman Project 3: Legacy of Time 

April 

140 

Red Orb Entertainment 

AAAi 


Seat the House 2 

April 

205 

interpl^ 

AAAi 

Hoyle Casino 

April 

205 

Sierra On-Line 

AAi 

Hoyle Classic Card Games 

March 

227 

Sierra On-Line 

Ai 

Piclionary 

' March 

227 

Hasbro Interactive 

Ai 

Shanghai Dynasty 

April 

206 

Activision 

AAA 

Star ttors Morropoly 

Aprit 

206 : 

Hasbro Interactive 

A A 

Worms 2 

April 

202 

MicroProse 

A AAA 

You Don’t Knov/ Jack 3 

March 

224 

Berkeley Systems 

A AAA 

You Don’t Know Jack TV 

March 

224 

Berkeley Systems 

AAi 


F/A-18 Korea 

March 

166 

Graphics Simulations 

★ ★ ★ ★ 

F-22ADF 

March 

172 

Ocean 

AAAAi 

F-22 Raptor 

March 

180 

NovaLogic 

A A A A 

Flight Unlimited II 

April 

168 

Eldos 

AAAAi 

Heavy Gear 

March 

184 

Activision 

AAi 

Joint Strike Fighter 

April 

175 

Eidos 

A A A A 

Longbow 2 

March 

164 

Jane’s Combat Simulations 

A A AAA 

Pro Pilot 

April 

165 

Sierra On-Line 

AAi 

Red Baron II 

April 

162 

Sierra On-Line 

AAA 

Wing Commander Prophecy 

April 

158 

Origin 

AAAAi 

X-Wing vs, TIE Fighter: Balance of Power 

April 

178 

LucasArls 

AAAi 


CART Precision Racing 

March 

208 

Microsoft 

★ * AAA 

FPS Football Pro ’98 

March 

212 

Sierra On-Line 

AAA 

Heroes of the Gridiron 

April 

181 

ABC Interactive 

AAAi 

Jack Nicklaus 5 

March 

217 

Accolade 

AAAAA 

Madden NFL 98 

March 

210 

EA Sports 

AAA 

NASCAR Grand National Series Expansion Pack 

April 

182 

Sierra On-Line 

AAAi 

SODA Off-Road Racing 

March 

219 

Sierra On-Line 

AAAAi 


Civilialion )i; Fantastic Worlds 

March 

203 

MicroProse 

AAAA 

Eatlh2l40 

March 

204 

Interplay 

AAA 

Final Liberation 

March 

199 

SSI 

AAAA 

Lords of Magic 

April 

190 

Sierra On-Line 

★ 

Polilika 

March 

206 

Red Storm 

Ai 

Seven Kingdoms 

March 

193 

Interactive Magic 

AAAA 

Steel Panbiets 111 

Ap'il 

200 

SSI 

AAA 

The Great Battles of Hannibal 

April 

197 

Interactive Magic 

AAi 

The Tone Rebellion 

April 

184 

Virgin Interactive 

AAAA 

WarWindil 

April 

192 

SSI Online 

AAAi 


HAY CGW 



POSSIBLY THE MOST BIZARRELY IMAGINATIVE GAME YET. 

— PC GA/VIIN(? WORtO lUK). 


CD-ROM FOR 
WINDOWS® 95 


THE SHIP THAT CANNOT POSSIBLY GO WRONG 


NOT A SEQUEL TO ANYTHING 


...A MASTER AT CREATING FUTURISTIC SCI-FI PUZZLES 
PARADOXES, AND OTHER LOGICAL PERPLEXITIES...." 

— COMPUTER LIFE 


A CO-VENTURE FROM SIMON & SCHUSTER INT^j^GtlVE AND THE DIGITAL VILLAGE 

www.starshiptiQmjc.c9m 


CITY. 


AVAILABLE. FROMOTtSE FINE STORES 


.GO TO www.computergaming'cdm/i^oigk' 






JEDI KNIGHT: MYSTERIES OF THE SITH • REVIEWS A A 


Return as a Jedi 


This Expansion Pack Takes Two Steps Forward, One Step Back 

by Thierry Nguyen 



/Msn, the enemy /\] — asliorlcoming 
in Jkoi— has been improved. Previoasiy, 
if )'oii removed an cnem)’s weapon \’ia 
I'brcc Pull, the seemingly brain-dead 
enemy .sim|)ly ran into the \s’all. Now, 
howe\er, some enemies will at least try 
to punch yon. 

'Ihe Force system is different this 
time, as there is no Dark or Light side 


RETURN OF THE RANCOR Some Of the enemies in Sith, such as this Rancor; 
are good additions, while others are not. Also notice the new colored lighting, 
which is evident here. 

quotient. Instead, the Force powers are 
di\'ided into four groups, allowing )ou 
to pick a limited number of powers 
from each menu. 'Iliis provides more 
flexibilit}', especially in multijdaycr 
games, as you can now mix Light and 
Dark powers. 

I'br muiti|)laycr, we get a liost of new 
levels modeled on locations from the 
Stur Wars trilogy (such as the Emperor's 
'['hronc Room) and a new type of 
game, “Kill the Fool with the Ysalamiri,” 
which is the version of OlJTLWVS’ 

“Kill the I’ool with the Chicken.” 

There are also new character types 
with different stats and starting weapon- 
ry. as well as a “Force defense" pow cr 
that dampens the effect Jedi players’ 

I'brcc powers ha\ e. and which keeps 
Jedis from dominating ever)' session. 


1 ucas/\rts took the gaming world 
b\' slomi last sear by releasing 
Jl'iDI KiNiCiTi', its phenomenal 
sequel to tlie well-done Dark 
Forchs. As with all good 
games, there was bound to be 
an expansifjn jiaek, and that’s 
where M'tb'niiiiiis OFii ih: Srn i 
comes in, \Vliile jl'.DI did many 
things right, it still 
had enough flaws to make 
it fall short of a coveted 
five-star rating, Srn-i 
addresses those flaws— but 
it also introduces a few, 
which kee[)s it from achiev- 
ing perfection. 

Sm i’s plot assumes that 
Kyle held tnic to the Light 
Side in the previous game. 

You play Kyle and newcom- 
er |cdi-in-training Mara 
jade (a staj^le in the Star 
I l'^'j/5' novels) through H 
les’els, '^llic lev'cls are di\'id- 
cd into four episodes: two 
four-level episodes and two 
thrcc-le\'e! e|)isodes. You 
pla)’ K\’le in the first c[)isodc 
before switching to Mani, 

Betw een mos1 of tlx; levels, Srn i pre- 
sents a cut-scene that uses the game 
engine itself— similar toToMH RMl')l':Ror 
amateur QuakI'', ino\ ies. Instead of lis'C- 
action videos, you get character models 
flailing their amis to voice-overs. 1 had no 
])rohlem,s with these cut-scenes, but some 
gamers will find this style disa|)pointing. 


A BIGGER, BETTER DEATH STAR 

Srn [ comes bristling wit!i numerous 
enhancements and additions, 'Ihe first 
change you’ll see is Ihe addition of col- 
ored lighting, which heightens the 
atmosphere of the levels. Its not Qt iaki; 
II, but it greatly improves the mood over 
Jkdi. Other enhancements to level 
design include more shi[5 models to cre- 
ate a more po]iulatcd feel in space[Dort 
and shipv’ard levels. 


TRAINING IS INCOMPLETE 

'llie weapons in Srit i .seemed geared 
for multiplayer games. Wliilc tlic Sniper 
Sco])c and Seeking Ihiils add fun and 
practicality, tlie Mash Detonators and 
Carbonite Ihfles were reall)' useful onl)' in 
multiplayer games. 

'Flic level design has pluses and 
minuses. Wdiile some levels ooze with 
atmosphere and 
good architecture 
(such as the 
beginning base 
and the .swamps 
preceding the 
Sith temple), oth- 
ers are unin- 
s]3ired, consisting 
of little more than 
large rooms and 
nonsensical lifts. 

Overall, Srn i 
is a good expan- 
sion to CeWs 
1997 Game of tlie 
Year, Jl■■,|■)[ 

KNlCin: It has 
graphics, Aland 
multi])la)er 
enhancements, 
and .some brilliant levels with fiendishly 
difficult puzzles. But a few uninspired 
levels and weapons, and a storyline that 
doesn’t match the quality of iKf)! 

Knigi it’s, keep M’l'S'n'.Riivs OF 'll li', Srn i 
from recapturing that Jkoi magic. % 


>AM>EAL: Jedi Knight, Star Wars, 
and 3D-shooter fans. 

^PROS: Enhanced engine includes 
colored lighting, cameras, and better 
Al; new Force powers; enhanced 
multiplayer; some outstanding levels. 
►CONS: Some 
mediocre levels; 
story is a bit 
hackneyed; new 
weapons not 
well-suited for 
solo play. 




Price: $34.95 
System Requirements: 

Pentium 90, Windows 
95, 16MB RAM, 50MB 
hard-drive space, 2x 
CD-ROM, VGA graphics 
card. Win 95-compati- 
ble sound cards; 
requires original Jeoi 
Knight game. 
Multiplayer Support: 
Modem (2 players), 
TCP/IP, LAN, Internet 
Gaming Zone (2-8 
players); 1 CD per 
player 

3D Support: OirectSD. 

Designer/Publisher: 

LucasArts 

San Rafael, CA 

(800) 985-8227 

www.lucasarts.com 


ccw 



ACTION 



ACTION 




REVIEW • X-HEN: THE RAVAGES OF APOCALYPSE 




Price: S34.99 
System Requirements: 

Registered and installed 
version of Quake, Pentium 
90, DOS 5.0. 16MB RAM, 
100MB tiard-drive space, 
2x CD-ROM. 
3D Support: 3Dfx, 
OpenGL. 
Multiplayer Support: 
Modem, Serial cable (2 
players): LAN, Internet (up 
to 32 players). 
Developer: Zero Gravity 
Entertainment 
Publisher: Wizard Works 
New York, NY 
(800) 229-2714 
www.wizworks.com 


UnXceptional 


l/l/e’re Still Waiting for That Good Comic Book Game 




Many enllni.siasLs will be disa])poinlccl 
that they can express their .superpowers 
only via lux) atlacLs, hut it is still kind of 
fun considering the utter lack of su])er- 
hero coin])uter games so far. 

XAVIER'S NIGHTMARE 

Desj>ite (he fact that WzardWorks 
ha.s tried to incrca,se the s alue of this title 
bv adding a ba.sic level builder and an 
Internet game search program, this is not 
top-dollar software. lf\ou are a fan of 
the current, blood-drenched A-A /err 
milieu and can get this e\pan.sion at a 
bargain price, )'ou might conic away 
hap[)y. For the rest of us, vx'ho xs'ant more 
than dressed-up Qu.akk goons orX-Mcn 
clones, the w ait for a true .superhero 
game goes on. % 

^APPEAL: Any X-Men fan who 
doesn't have high expectations. 
kPROS: Some nice twists on the 
Quake engine; level editor; and good 
multiplay option for X-Men fans. 
►CONS: 

Nothing very 
superheroic 
about the game; 
makes one nos- 
talgic for those 
free, shareware 
Doom wads. 


by Martin E. Cirulis 


A fter wandering through tlie 
'‘official” X-Mcn axpansion 
for Qt 'AKi: , knouii cliann- 
inglyasTlll';Il\VAGI';s Ot' 
AfOOMAi’Sh; f I'ROA), 1 
started to wonder w'hat por- 
tion of the supcrheroic 
ideal a rocket launcher 
extols. Rut then again, 
you’re no hero; you’re a 
poor, tonucuted minion of Magneto, 
sent by your master to save the X-Mcn 
and thw'arl Apoealyp.ses plans for world 
domination. 


MUTANT MASSACRES 

Ye,s, comic fairs, its lime for Marvel 
Universe mutants to be cut down in a 
bail of exotic weapons fire . . . again. It 
.seems there hasn’t been quite enough 
death and mayhem over in the Marx'el 
Universe, .so supcrvillain Apocalyp.se has 
used his big ol’ nibiier)' brain to whip up 
a legion ofX-Men clones to take oscTthe 
world. Of course, 
llnvarlingthis 
menace seems 
like a job for a 
superhero, but all 
the world gets is 
you: some poor 
.soul w'ith morph- 
ing metal 
weapons for 
hands and no 
compunction 
about gunning 
down rcplica.sof 
your beloved 
heroes. 

Wlial all this 
boils down to in 

gaming lemis is that 'IROA is a mild 
update to the Quaki', engine, replacing 
all the baddies with .sprites resembling 12 
nnilani heroes who arc, or were, mem- 
bers of the X-Mcn. 'Iliese X-cloncs arc 
actually armed w'ilh interesting intcnire- 
lalions of iheir counterparts’ super|)ow- 
ers (Cyclopss eye beams cut through the 


^ I'D RATHER READ COMIG Wflile the X-Men look and act 
I authentic in this Quake total conversion, the game is pretty weak. 

halls of Xavier’s Mansion. Mowever, there 
just isn’t enough here to justify calling 
this a “superhero game.” 

Luckily, this is remedied by the multi- 
[ilayer suite, which allows you to discard 
the space marine clone you’re stuck with 
in single-player mode and lake on the 
form of any of the featured X-Men. 


air to hit )'ou, \\'oK’erine 
claws at pu, and 
so on). 


Despite the 
if they were animated by bad stop- 
motion effects, their graphics and 
powers are good enough to give 
you the feeling that you’re battling 
something other than garden-vari- 
ety QiiakI', enemies. 

Unfortunately, not much of this 
innovation extends to your ow'ii 
character. In the single player game, 
you arc just anoliier gun-toting 
grunt, but instead of finding new 
wea[3ons, you find new types of ammo 
for your miglity moq)hin’ liand. Tliere 
arc two reasonably interesting episodes 
to fight through, which give you an 
enticing taste of superx'illainy, as well as 
an intro level tliat models the hallowed 
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TANARUS • REVIEW A Ay 


Scrap Iron 

Lag-luster Tank Warfare In Sony’s Online Shooter 

by Robert Coffey 



I ithalidicjcippiiig 
about this year’s 
■'real-time strategy 
wars," people are 
overlooking the 
tribblclike jxolif- 
eration of online- 
only games; 
NltS'I'orm, 
Ni-riWAR, Sot£ 
SuRMvoR, Ultimo Onlink, MI’Iiidian 
59 Rfat-IATION', and now 
T/\N/\RUS, a middle-of-the- 
road tank shooter from Sony. 

FULL METAL JACKET 

Competition in TanaIUIS 
centers around games of 
Capture the Flag, with up to 
four teams of five players 
each. 1’anaiujs has more 
depth tlian most shooters, 
challenging gamers with .sev- 
eral options in selecting and 
outfitting tanks, '^riierc are 
five basic tanks, each with a 
set number of bays that play- 
ers can fill with vseapons and 
modules. It’s a delicate bal- 
ancing act to configure a 
tank: Do you load up on more annor- 
piercing shells or go for that shield 
booster? Tank-tweaking is one of the 
most enjoyable aspects of Tanarus. "Hie 
limited number of ba)'s also \sorks to 
enhance team play— since flags can be 
ca])tured only witii bay-hogging Flag 
Catchers, teams will hav'C to defend the 
basically hclple.ss tank that makes the 
grab.\bu cansa\c up to three different 
configurations for each type of tank, a 
handy feature when \ou consider that 
)our tank may need to fill different roles 
in advanced play. 

nre action plays out acro.ss various 
drab cityscapes, with ramps leading to 
u]>])er levels so gamers can rain down 
death from above. In addition to captur- 
ing flags, teams \'ie to control battery- 
charging recon stations that pep])er the 


city. If you and your teammates fail to 
capture rccon stations, you’ll be left with 
.sluggish, .scrioiLsly undeqiowered tanks 
that arc unable to fire cncrg\’ wea])on.s. 

In order to keep more skilled pla 3 ers 
from feasting on newbies, ’n\N/\RUS 
itssigns ranks to players according to the 
point.s they get for kills. Special beginner 
arenas can he entered onl)’ by lower- 
ranked players, allowing them to gain 
s'aluablc experience. As players gain 


(V I 

'■ 


■1 




TAG TEAM Success in Tanarus hinges on teamwork, whether it’s protecting 
a flag-snatching teammate or ganging up on other players. 


rank, they may enter the tougher arenas, 
join teams, and compete in the official 
Tanarus league. 

FROM LAG TO SLAG 

Tanarus sounds as if it would he a 
prett)' cool Lv\N game; unfortunatcl); its 
not set u]5 for LANs. Its Internet-only 
and it suffers from the scourge of all 
online fare; lag, lag, lag. 'Mic Tavarlis 
sen’er lacks any sort of pregame ping 
indicator, which makes joining a game a 
crap shoot. Once you enter an arena, 
laterrcy problems become a[)parcnt 
when you notice that \'ou kee]) d\'ing 
while the competition flits about like 
armored gnats. Fven a good connection 
can go to hell once gamers start slugging 
it out. IjOgging out and joining a differ- 
ent arena isn’t aKvays a solution. On 


more than one occasion 1 couldn’t get a 
decent connection during peak times in 
an\' arena. Sure, playng at nonpeak 
hours is an option; then again, playing 
when there aren’t an\' other pla\ crs 
around sort of defeats the purpose of an 
online game. Wliile gamers \sill tolerate 
some lag, it takes a strong game to sum- 
mon u|3 that kind of forgiveness. 

T\N/\RUS is not w ithout other short- 
comings. Joj'stick controls, particular!)’ 

\eriical turret 
movement, are 
imprecise. High 
,s)stem require- 
ments deliver 
ho-hum graphics 
(with the e.xcep- 
tion of the 
clrange from day 
tonight), dull 
sound, and only 
serviceable force- 
feedback effects. 
Finall)’, there is a 
monthly charge 
ofS9.95 after the 
first month of 
play. 0\'er the 
course of a s’ear, 
that’s about $1 10 for lag-racked pla)' of an 
average game. ITiat kind of money 
would be better spent on other, far less 
frustrating games. S 

^AIVEAL: Gamers nostalgic for 
those Bottlezone matches in yester- 
day's arcades. 

>PROS: More depth and strategy 
than most shooters; lots of tank 
customization options; beginner- 
friendly player-ranking system; 
organized league. 






Price: S19.95 plus 
S9. 95/month 
System Requirements: 
Pentium 120 (P133 or 
better recommended), 
Windows 95, 16MB RAM 
(32MB recommended), 
30MB hard-drive space, 4x 
CD-ROM, SVGA graphics, 
Sound Blaster 16-compati- 
ble sound card, 28.8Kbps 
modem (33.6 or better 
recommended), Internet 
connection. 3D graphics 
accelerator recommended. 
3D Support: 3Dfx. 
Multiplayer Support: 
Internet (2-20 players per 
game). 

Designer: Sony Computer 
Entertainment America, 
Incorporated 

Publisher: Sony Interactive 
Studios America 
San Diego, CA 
(619) 824-5500 

www.tanarus.com 
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- Adrenaline Vault 

^ SWAT 2 is the only authentic police 
. tactical simulation. 


h880d on actual 
lAPPSWAT call-ups.” 


- GameSpot 

based on authentic SWAT cases. 


”Th0 8800 mission 
a n00 0xp0rl0nc0 


tims.” 


- Adrenaline Vault 


reactions are based on their 
the situation, and you. 


For more information, check out www.sierra.com and www.swat2.com 
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REVIEW • SUBSPACE 




Subpar Space 


by Mark Clarkson 

F or sonic top-down, 2D shooting 
action in the final frontier, yon 
could do worse than SLinSt’/\ct'; 
offered cxciiisi\’cly for play o\-er (he 
Internet by Virgin Intenictive. 
SuiiSl!At:K presents a variety of 
games, plai’cd in mazelike arenas, that 
range from )onr basic Icam-on-tcam 
deatliniatclicsand Inrf battles to capture 


I Price: 529,99 
I System 

I Requirements: 

Pentium 60, Windows 
95, 12MB RAM. 
Itiplayer Support: Internet 
niy {dozens of players sup- 
ported per arena). 
3D Support: None, 
ubiisher: Virgin interactive 
Irvine, CA 
(714) 833-8710 
subspace.vie.com 



► MINIMAYHEM SubSpace offers a variety of 
multiplayer games over the Internet, although 
the look and controls could use polishing. 


the flag and space vvar.s'‘.soccer.”Tbu 
clioo.se to [ilay one of seven ships, each 
with its own unique characteristics; "llie 
Uincastcr’s plasma bombs bounce off 
obstacles; the Weasel has superior elec- 
tronic coiintemieasiires; the Spider car- 
ries a cloaking device, and so forth. 

Power-ups jiroxide the usual increases 
in weapoas, .speed, and special abilities. 
In a unique twist, when one team 
member grabs a po\s er-up, es ery 
team member gains the benefits. 

"Iliis game would be a lot more 
fun to play ifmy fingers weren’t 
always trip])ing over the interface. 
Por example, witii each ship offer- 
ing multiple is’capons, you has'c to 
hit the Ctrl key for one weapon, 
the Tab key for another, Shifl+Tab 
for one more, and K6 for yet 
another. Good luck dogfigliting 
while hammering out the various 
key combinations for attacking 
and defending (such as Up-i- 





Shift+lab, Shift+Ctrl). 'llicrc is, 
as far as I can find, no way of reassign- 
ing the controls. 

Still, SubSpace already has a follow- 
ing, and I nex'er had trouble finding sev- 
eral games to join. Since the CD con- 
tains a level editor and sener software, 
there should be even more games on 
the way. If j'ou’re looking for some 2D 
multiplayer mayhem with dozens of 
like-minded gamers, SUBSi’ACii; may be 
for )’ou. % 


^APPEAL: Gamers pining away for 
the simple days of arcade action. 
^PROS: Multiplayer Internet play 
in a variety of 
arenas. 

►CONS: 

Convoluted inter- 
face coupled 
with 2D 
graphics. 




Price: 519.95 
System 
Requirements: 
Pentium 90. Windows 
95 and MS-DOS, 
16MB RAM, original 
Carmageddon game 
required. 
Multiplayer Support; 
Modem (2 players), 
LAN (2-6 players). 
3D Support: 3Dfx. 
Publisher: Interplay 
Productions 
Irvine, CA 
(800) 468-3775 
www.tnterplay.com 


kkk REVIEW • CARMACEDDOH SPLAT PACK 

Turbo Boost 


by Scott A. May 

J ust when you thought it was safe to 
w'ipc the blood off your w'indshield, 
interplay and SCi unleash the 
Si’i At' Pac:k, a .satisfactory add-on 
to last year’s arcade deslmct-o-fcst: 
CahmaciI'IDDON, De,signcd to te.st j-onr 
racing skilLs — and intestinal fortitude — 
the game provides fantasy relief for nish- 
hoiir rage. 

'I he Si’iAi' Pack adds 20 new' 
theme-based tracks to tlie origi- 
nal, including scvcitil newnet- 
\\ork-only courses, such as 
Figure S, the ultimate multiplayer 
fender bender. You’ll also find 15 
new cars, including the Red 
F-igle 2 and Mawke Deluxe, hut 
)ou can choose from only half 
the roster until you advance to 
the top rank'lwo of the more 
outrageous new'S’ehiclcs aie a 
marauding snowplow' and an 
ominous black .semi, w'hich can 
knock j'ou oul of the race with a 


single hit. 'I'he had new's is that because 
the Spiat Pack installs to its own directo- 
xy, these new cars can’t be used on the 
original tracks. 

Of course, theres more blood, guts, 
and body parts. New pedestrian targets 
include sheej), buffalo, prisoners, and 
Flvis impersonators. All tiiat’s missing 
are some mimes or computer gaming 


magazine 
editors. 

'llieres a 3Dfx patch, which greatly 
improves tiic appearance of both the vciii- 
cles and the roadside texture-mapping. 
However, as far as 1 could tell, 3D acceler- 
ation only marginally enliances tlie gimj^)’ 
looking pedestrians, or the vi.sccra tlic)’ 
gusii fortli as jou mow' tlx;m down. 

Ox erall, Spi Af Packs new tracks and 
vehicles significant!)- extend IIk play value 
of C/\R.\lACEDDON. Come for the racing, 
but sta)' for the entrails. Works for me. 

►APPEAL: Racers with blood lust. 
►PROS: 20 challenging new tracks; 
15 new lethal opponents; 3Dfx 
support. 

►cons: Same 
old game, with 
more carnage; 
new vehicles 
can’t be used on 
original tracks. 








run, shoot, run, shoot 
run, run, shoot, shoot 
shoot, shoot, run, run 
run, run, shoot, shoot 
run, shoot, run, shoot 
shoot, run, shoot, run 
run, run, shoot, shoot 
shoot, run, shoot, run 
run, shoot, run, shoot 
shoot, run, shoot, run 
shoot, shoot, run, run 



run, stop, hear soldiers flanking yo( 
scanner, duck under gun turret's fii 
lines, turn on flashlight, sneak pas 
window, surprise squad of soldiei 
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REVIEW • BALLS OF STEEL 



I Price: S34.99 

System 

Requirements: Pentium 100, 
Windows 95, 16MB RAM. 

3D Support: None. 
Multiplayer Support: 

Hotseat (up to 4 players). 
Publisher: GT Interactive 
New York, NY 
(800) 469-5961 
www.gtinteractive.com 


Ball Breaker 


by Mark Clarkson 

A s the name implies, GT 

Interactive and Pinbai! Wzards 
collaborative effort, B,\i ,i.s or 
S'lKl'.l,, is a pinball sim with 
manly themes for manly 
men. . .and the women who !o\'e 
them, There are five “ballsy" tables to 
choose froin, each move manl)' lhan 
the last. Wlicther you're slaying drag- 




► COME GET SOME BALLS OF STEEL iS a 

macho pinball game, and nowhere 
is Biat more apparent than in this 
“Duke" table, where you kill aliens. 


ons on the Conarr-esqiie 
Biirburuin table, diffusing bombs in 
lurcstomi, or liattling familiar alien 
invaders in Duke Nnkcm, \ou can bet 
that ihe molifwill be macho mayhem. 

Bai.LS does a good job of mimick- 
ing modern, high-tech ]3inhall 
machines, 'Ihc tables arc fairly deep, 
will) lots of lasks and .specials, and 
even intcrstilial games using the flip- 
pers and the dol-panel display. 

Pros can nudge the table to deflect 
llie hall, but)Oii won't sec it represent- 
ed onscreen; the table doesn’t shake at 
all. My hipest problem with B.M.I5 is 
tlx: view, 'ton can choose betweeii a 
scrolling s'icw and a full-table \iew'. I 
found llx; scrolling view useless: Tlicre’s 
too liiile of the table in sight. Ttieres no 
perspective in cither mode — just a per- 
sistent and unrealistic view' of the table 
from abo\’C- 

Bul B/\] J.S is hardly the only PC pin- 


ball game to suffer flattened |x.‘rspcc- 
ti\ c. Tlx; tables arc still tx;auliful. 

’llxiy’rc also convincingK’ 30, with jden- 
ty of ramps and nift)' gadgetr)'. 

'fliere is even multiplayer support 
for up to four players in holseal mode. 
If you like your pinball steeped in 
testosterone, Bai.ls oi''S'i i''.i',i, is a 
chrome-plated match, % 


^APPEAL: Anyone looking for 
some testosterone-laden pinball 
action. 

kPROS: Challenging and intricate 
table design; lovely graphics; 
arcade-quality sound. 



REVIEW • TEAH 47 COHAN 




Price: $49.95 

System 

Requirements: Pentium 60, 
Windows 95, 16MB RAM. 
3D Support: Direct3D, 3Dfx, 
Power VR, Rendition. 
Multiplayer Support: None. 
Publisher: 47-Tek 
(415) 561-0700 
www.47-Tek.com 


Mech It Stop! 


by Thierry Nguyen 

G amers looking for a giant robot 
fix that mi.\c.s Japanese style 
Mccha (a la Robotcch) and 
MkCI iWAWyoiL action .should 
keep on looking. TlvANi 47 
GoMan, the robot shooter fn)m 47- 
'lek, has the Mccha half right, but 
completely fails when it gets to the 
action department. 

'lliis game pits you against six 
“Children of Nemesis" and their 
monstrous follow'crs in six city arenas, 
'lb fight these creatures, you ha\'c a 
choice of using one of five different 
Robots. Each city has three monu- 
ments, and to get a perfect victory' all 
the monuments must surs'ive (this is 
nearly impossible, since the moii.stcrs 
start next to one). The mission ends 
when you kill the niain“Child." 

The game’s main problem is its 
length. With only six levels and one 
main monster per level, it’s extremely 
brief. And w'hile there arc fi\'e Robots 



to u.se, there’s no 
appreciable differ- 
ence between them. 

The other problem is the control 
scheme. Apparently, 47-Ti-:K uses a dif- 
ferent kej'board than we do, since the 
initial layout is simpl)’ bizarre. It won't 
let )ou map the controls to the arro\s' 



►SAN FRANCISCO RUSH A rare 
shot of the San Francisco level; 
since there aren’t any enemies, 
the textures are lined up, and this 
monument is still intact. 


kc)s, and it makes no mention 
of the arrow kev-s, yet you can 
still use tlK*m in Ihe actual game. 
\Mthoiit c\'cn going into topics such 
as bad texture alignment, single-plane 
levels, iiniaspiring sound, and bad clip- 
ping, I'm hard-])re.ssed to recommend 
this game to an)x>iie. At least Ihc 
bundlcwarc Watci I\' arcade game 
that come.s with it is easy lo gel inlo. 

^APPEAL: Mecha scene fans. 
^PROS: It’s got the anime Mecha 
style down pat; includes a bundle- 
ware game. 

kCONS: Bad textures; weak level 
design; bad 
sound; clip- 
ping prob- 
lems; 
extremely 
brief; bizarre 
control inter- 
face. 
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REVIEW • VIRUS 




Don’t Catch This Virus 


by Scott A. May 


Price: $49 
System 
Requirements: 

Pentium 100, 

Windows 95, 16MB 

RAM. 

Multiplayer Support: 

Modem, serial, iPX net- 
work (2 players). 
3D Support: None. 
Publisher: Sir-Tech 
Software 
Ogdensburg, NY 
(800) 447-1230 
www.sir>tech.com 


i ■E20 


Price: S19.95 
System 
Requirements: 
Pentium 90, MS- 
DOS 5.0 or higher, 
16MB RAM. 
Multiplayer 
I Support: Modem (2 
players), LAN, 
Internet, Engage (up to 8 
players). 
3D Support: None. 
Publisher: Interplay 
Productions 
(800) 468-3775 
www.lnterplay.com 




I ike most great disaster games, VIRUS: 
The Game .sounds pretty good on 
paper. A master virus has invaded 
your PC and spaumed an anny of 
attack droids. Its goal is to corrupt 
critical files and crash your system. To 
prevent this from happening, yon must 
search the myriad pathways of your iiard 
drive to find and destroy the e\’il vims. 

'lire game’s onl)' true liook is its unique 
environment, representing a 3D model of 
your computers actual file 
simeture. In theory, this 
means that tlie game looks 
and ]5lays .sliglilly different 
on everyone's PC. 

In reality, what you get is 
a newer-ending series of 
nearly identical corridors 
and rooms, fexlurc-mapped 
vvitli high-tech wallpaper 
and snapsliots of yoiir PCs 
directory structure. You 
float through tliis 360- 


dcgrec world, za[) attacking bugs, and 
defend )our s)'stem from doom. Strateg)' 
elements involve building various anti- 
viais installations, including re[)air bays, 
munitions and vehicle factories, defense 
rooms, and a KI3 transformer, whicli con- 
verts kilobytes into energ)'. 

Navigation through the game 
requires mastering a convoluted assort- 
ment of ke)'strokc.s to move, turn, and 
attack. No joystick support is offered. 

Gameplay 



and repetitive, 
you can be under 

attack and lose tiic game in a matter 
of .seconds. 

Even on my Pentium 233 MiVIX, tlx: 
games animation jerks and sputters like 
nobody’s l)usines.s. 'Hie game’s visual 
effccLs are also dated and boring; Sir-Tecli 
should have supported 3D cards. Hx; 13- 
page manual is wocfull)' inadequate. 

N^iruS: T^-!E Game is merely a low- 
budget Descent wannabe tiiats plagued 
by outdated design and ]DOor execution. % 


^APPEAL: Action/strategy 



VIRUS OETEaED Although it might 
sound cool to fight 3D viruses in your 
own computer, it isn’t. 
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REVIEW • REDHECK RAMPAGE; SUCKIN' GRITS ON ROUTE 66 


Suck On This 


by Scott May 


I conard and Bubba hit the road in 

Suckin’ Gwi^^ on Rouie 66, a set 

of add-on adventures for Inteqilay’s 
back-woods first-person sliooter, 
Rf.DNECK Rampage. Unfortunately, 
the dangers of inbreeding still apply to 
whats basically a one-joke parody of this 
po])iilar genre. 

Created witii the painfully outdated 
Build engine, this add-on disc does 
nothing to improve upon the original 
game's simplistic graphics or repetitive 
action. 

'The game features 12 new locations, 
including tlie Oddity Museum and Alien 
Crash Site, Big Billy’s World Famous 
Gut Bustin’ Brewery, Mystery Dinosaur 
Cave, Pet Coffin Factory, and, of course, 
the World's Smelliest Flea Market. 
Tliey’re loosely— and I mean vej}'loose- 
ly — tied together by a Route ddhighway 
theme, with occa.sional rest stops for 
Bul)ba to take a leak by tlie side of 
Leonard’s picku[>. Otller^v^se, tliere’s no 


discernible con- 
nection between 
tlicse iioints of interest, 
which look so similar that 
there’s almost no reason to 
play them all. 

Tliere are new vamiints to 
blast, but for the most part 
tliey come off as ignorant as 
tlic originals. Likewise, the 
new scenery is simply a 
rdiasli of tlie first game, com- 
plete with eye-crossing per- 
spectives and primitive texture-mapped 
walls. 3D liardware support? Not in this 
neck of the woods. 

It’s safe to say that only diehard fans of 
RlvDNECK Rampage will find enough 
knee-slapping liunior in Suckin' CiU'i'S 
ON Roltie 66 to liold their interest. For 
you city slickers who’ve played Qliake II 
or )edi KiNIGi-rr, this hillbilly .shooter is 
about as flavorful as a hubcap of fresh 
road kill. 



BOOBY TRAP One of the more lascivious foes in 
Suckin’ Grits on Routs 66. Despite a few fresh faces 
it’s the same old game. 


^AWEAL: Good or boy RAUPAOErs. 


^PROS: Extends life span of origi- 
nal Redneck Rampage. 





"Stay ahead of the game with the PBnthSt XL , 
the only weapon you need for true 3D supremacy." 



-American McGee, 

Designer: ID Software 


Bon Appetit; 


• A lethal combination of Premium 


Joystick and Optimized Controlball. 


• intuitive 360° independent move-and-aim control. 


• 17 tully-programmable buttons and dial throttle. 


• A whiplash processor and totally intuitive interface. 


• Supports all the hottest 3D first-person games. 

Also functions as a premium digital flight stick fof all Windows 95 games. 


Babbage's^^ 


•kcMnet 

IwMqur 


With the Panther XL, 
Team Mad Catz has gone the extra 
distance to create the no-holds-barred 
weapon that no committed deathmatch-addict 
or first-person-gamer should be without. 

The Panther XL. Bring one to your 
deathmatch. Before someone else does. 


By any means necessary 

www.madcat2.com 


GO TO #091 @ www.computergaming.com/infolink 
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“GAME OF THE YEAR!' 

•Computer Gaming World 


"AN ABSOLUTELY BREATHTAKING MASTERPIECE OF AGAME... 

NO OTHER FIRST-PERSON SHOOTER CAN MATCH IT FOR STYLE, DRAMA, 
STORY, CHARACTER, AND EDGE-OF-YOUR-SEAT ENTERTAINMENT" 

■PC Games 


"RARELY HAS A PC GAME MADE US SAY 'WOW’ OUITE THIS OFTEN." 

■Next Generation 

“FIVE STARS OUT OF FIVE STARS." 

- Computer Life & PC Gamer 

"A GAME SO IMPRESSIVE THAT WE WHOLEHEARTEDLY 
RECOMMEND IT TO ANY GAMING FAN." 

- PC Magazine 
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Price: S54.99 
System Requirements: 
Pentium 133, DOS 5.0 or 
greater (Win 95-compatible 
in DOS mode), 16MB RAM, 
150MB hard-drive space. 4x 
CD-ROM, SVGA graphics, 
mouse; supports most 
major sound cards, 
3D Support: None. 
Multiplayer Support: LAN 
or internet (2-8 players), 
Developer/Publisher: 
Bethesda Softv/orks 
Rockville, MD 
(800) 677-0700 
www.bethsoft.com 


Battle Weary 

The Follow-up to Daggerfall May Be Too Hard for Its Own Good 



by Scorpia 

illl MORItOWIMD 
(EldI'R St:ROU5 
3) at least a year 
away, and with 
gamers clamoring 
for something of a 
less-cpic scope 
than lilies such as 
DAGGt:Rlv\LI., 
Relhesda has initi- 
aled the‘'L-egend'’ series: shorter games 
based in the world ofTamricl. allied to 
the main plots, but separate from tiiein, 
Bai'ILRSPIRK launches this new line, 

'Ihc game takes ])lace in the days 
when )agarTliarn was still causing trou- 
ble (circa ARliN.\), 'ilic Battlcs[>irc is 
home and training ground for 
Baltlcniagcs, Just before you, a novice, 
come for a visit, its invaded and taken 
over by a Dacdra prince and his min- 
ions, With no w'ay of getting out, you can 
only go on, hoping for the best w'hiic 
expecting the worst, 

h Inch in the way of interface, game- 
play. and characters will be familiar to 
those w'ho have played the jjrevious 
games, but don’t let that mislead you. 
B,\l'n.r.SPiRi-; w as deliberately designed 
to be a \’cry tougli game, and part of its 
difficulty comes from the fairly .severe 
limitations placed on your character. 

NUMBER CRUNCHING 

You can choose from a wide range of 
procreated classes or make your own 
fr<jm scratch. Lliiiikc in D.-\GG1 ':rIv\LI., 
however, die custom template is saved 
this time, so it can be used again with 
other characters. 

The similarity ends there. In 
1D,\gc.i;[U'AI.i.. the template established 
class minimums for stats (strength, 
agility, and so on), w'hich were then 
modified by character race and dice 
rolls. In IBAn'M'iSl’IRt';, the values you set 
for the stats are it; no modifications of 
any kind occur. If, for example, you .set 
a strength of 35 for the class, dials what 
it will be for every character using the 


template, regardless of w'hether you 
have a Kedguard, kligh Elf, or anything 
else. I^icial boniuses this time around 
are for .skills only. 

Another change is that no skill can 
rise abo\ e its controlling stat. Long 
Blade, for instance, is l)a,sed on strength. 
If the character has a strength of. sa\', 60, 
the l/Diig Blade skill cannot go higher 
than that, however often yen use your 
sword, ' (lie same is true for magic and 
for noncombat skills such as jumping 
and swimming. 

Hie biggest change, though, is the 
“build [)oint” sy'stem. You receive 4,700 
points for your custom character. With 
this, \ oil modify hit points, stats, and skill 
percentages; take advantages (if you 
want any); and purchase magic spells 
and starting equipment. There is no cost 
to choose skills, only to increment them. 

'Ilic one really good thing about this 
sy.slcm is that no template — custom or 
prccrcalcd — is w'rilten in stone. At any 
time, you can start over and linker w-ilh 
the template, making whatever changes 
} ou want — proi'idcd, of course, you 
have the necessary points. Any jioints 
unused when )'Ou’re done are held over. 


TOUGH LUCK 

'Hie next shocker is a big one; no 
character levels. None. Your character 
improves only by using skills or enhanc- 
ing them at the end of a dungeon level, 
at which time you receive a set number 
of build j30ints. You do automatically get 
more hit points, based on )'our 
endurance rating. 

i'\nd life doesn't get easier once you're 
in the s[3ire. Tliere arc no inns or places 
to sleep; there isn’t even a command to 
rest. Healing and restoring spell points 
must depend on what you find around 
the spire (or your advantages, if you took 
regenerate health or spell points). 

There arc no blacksmiths to repair 
equipment; WTicn something wears out, 
it has to be replaced by found items. 
Tliere are no guilds for training, no spell- 
maker, no itemmakcr. You are entirely 
dependent on what you can scrounge up 
as yx)u go through the dungeons. 

Spells in particular arc limited. You 
ha\'e only a small selection to choose 
from at the start of the game, and you 
need to choose wisely. Spell scrolls arc 
rare. Their appearance and ty'pe are 
totally randomized; the chances of a 
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All THE Favorite Units From New Strategies, Special Effects, Over 40 Missions and 

THE Original. and Music. Full Motion Video Briefings. 



New High Color Graphics 
IN 6 AND 1 6 Bit. 


Challenge Your Friends 
to Multiplay. 


Your Challenge Is To Seize Control Of Dune. 

Lead one of three houses - the noble Atreides, the ruthless Harkonnen, or the insidious Ordos - 
with gallant leadership, cunning tactics, and military prowess to win the Emperor’s challenge. 
Only one house will prevail to claim the planet Dune and its precious resource, the Spice Melange. 

Real Time Strategy Created for the Faithful... 

Coming Soon To Retailers Everywhere Or Cal! 1 -800-874-4607 

DUNE'“©l998 0inoDe LaurenliisCorp. Licensed by Universal Studios Licensing, Inc. ©1998 Westwood Studios, Inc. All rights reserved 

GO TO #249 @ www.computGrgaming.com/infolink 




ADVENTURE/RPG 


REVIEW • BATTLESPIRE 




CALL TO ARMS HUNT THIS 

Using spell In addition to slaying alive and 

items, especially scrounging goodies, you have to look for 
in combal, is a special items on cacti level. '! his is one 
laborious proce- of the most irksome as[3ects of the game, 
dure. First y ou 'ihe first fi\’e levels aren’t much more 
open your inven- than elaborate scavenger hunts. Level 5 
tory (the game was tlie worst. ’’Hiis is the Wild Hunt, on 
freezes at this an island, and you’re being actively pur- 

point). then y ou .sued by unpleasant critters, some of 
scroll through the which can't be killed. While evading 
items list to find Ihem.you must come up with six keys, 
the item you six pieces of amior, and a special 

want (if it isn't weapon. 1 almost lost patience with 
near the top). BATlLi'SPiRK right there, 

double-click on 1 don't mind a little searching, but 

that, exit the when the major part of a game is built 

inventorv, and around “find this, that, and the other," it 
finally dick on becomes tedious and shows a lack of 
your target to cast creativity. Surely the design team could 
the spell. Wliile a ha\'C come up with something less rciie- 
littie .spell ability titioirs. In a huge game like 
can come in D.AC;C['.Riv\i,U repetition may be 


► the fiery depths Battlespire drags you along through 
I encounters both fiery foreign and dully domestic. 


.s])dl scroll actually' show'ing up arc very' 
low. I found only' four myself, and two of 
them duplicated spells 1 already' had. 
What you take at the start, therefore, is 
about all you will ha\ c the entire time. 

On the other hand, tliere is a 
wealth— one might almost say a pletho- 
ra— of magic items, T'hcycan be any- 
thing: potions, weapons, amior, clothing, 
gems. 'I hey may ha\’c spells on them 
that you can cast, or they may enhance a 
skill w'hcn cc[uippcd. Some restore hit 
points or mana. Most of the time, the 
trick is to figure out what these things 
actually do. 'Ihey all come with obscure 
ai id lengthy names like “Iron Crossbow 
of Sanguine 
Sw'iftblade” or 
“Gem of the 
Fawn's Gleaning.” 


handy, this isn’t a good 
method to rely on for 
combat magic. This 
would ha\'e worked 
better bad you been 
able to associate 
magic items with spe- 
cial key’s the w'ay you 
can with .spells. 

Speaking of com- 
bat, it’s real-time, 
"swing tlie mouse to 
swing your wcapon”- 
ty'pe fighting, much as 
in D,-\CC:KR1v\IJ,. For 
s|)ellca.sting, you can preassign up to 
eight hot key's (F1-F8) and cast spells 
instantly at any' time merely by pressing 
the a]ipropriate key In fact, you can cus- 
tomize almost the entire keyboard, as the 
game uses many shortcut keys. 

Since BatilRSPIRE is in the hands of 
iin'aders, you naturally expect to meet 
hostile critters, and there are quite a few 
of tlicm. Tlie interesting part is that you 
can talk to many of them. Not aKvay’s, 
bill a fair number are willing to chat 
before trying to rip you open. 
Sometimes, you can ]iick up a little 
infonnation this way Once in a w'hilc, 
you may manage to get an opponent to 
turn neutral. You might even be able to 
talk it into fighting on yoiir behalf. 'Ihis 
ability to cons'erse \\'ith opponents is one 
of the game’s better features. 


unavoidable; in a small, comjiaet game 
like this, there ought lo be more variety 
I also wasn’t too happy with the 
design philosophy itself. WTiilc I can 
appreciate the desire to provide a chal- 
lenge, the actual execution of the 
design wasn’t a lot of fun. Tlie build 
points for each level are the same, 
whether you kill all. none, or some of 
the monsters. In one re.spect, then, what 
you do is almost — but not quite — irrel- 
evant to your progress. 

Basically, the game is set up h) 
encourage — actually force — you lodeai 
with combat situations in nontraclitional 
ways, to simply' get through the Ics'cls by 
any' means you can <levise, including 
miming aw'ay from o)3ponents. Building 
up your character, unusually, is a minor 
part of the game. 

Graphically the game is similar lo 
IYAf.CI’:RI’ALL. Everything looks better at 
a distance; up close, blockincss is often 
ai)parcnl, even in the high-res mode. For 
ail that, the graphics are pretty decent; 
just don’t expect the state-of-the-art. 

ENDGAME 

iki’iLtSPiRE leaves me with very 
mixed feelings. It lias a number of good 
features, but the artificial character limita- 
tions, plus the em[3hasis on the scavenger 
hunt aspect, make it \'ery' try-ing at times. 
Wliilc 1 don’t mind new approaches to 
Bl’Gs, this one wasn’t done as wdl as it 
could have been. Still, the series shows 
promise. In tlie meantime. B.ATII KSRRJ’; is 
best-suited for players w'ho won’t mind an 
cxcejitionally lough outing. Tliosc wiio 
prefer more traditional fare may want lo 
skip this one. 

Star mtings for Scorpia-re\ iewed 
games are byCCW slaff. Scoqria dis- 
avoH5' ininierical ratings for games. % 

^APPEAL: Hard-core RPGer^ and 
Daggerfau freaks who can handle a 
challenge. 

^PROS: Less sprawling than 
Daggerhui; some Interesting combat 
features. 

►CON&1 Almost too hard; lack of 
traditional char- 
acter develop- 
ment; weak 
mapping; too 
much scavenger 
hunting; less- 
than-stellar 
graphics. 
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from the company that b r o u h t you the award w i n ti i n ^ I>OHDS oi' the REALM II 



"...drink deeply from a most 
mesmerizing hybrid that looks 
to be greater than the sum 
its parts." 

Johnny Wilson, Editor 
— Computer Gaming World. 


"Playing Lords of Magic will 
be like creating your own 
fantasy novel... The combat 
is more detailed than any in 
this genre." 

—Gamespot 


"Lords of Magic should 
capture the hearts and minds 
of both RPG and strategy 
game aficionados." 

— ^Gamecenter , 

Fantasy, Strategy, Combat 
come together in a magical 
land of gnomes and dragons, 
beasts and Barbarians, and 
heroes who triumph over evil. 

Unleash the Awesome 
Power of Magic! 





www.srerra.com 


SIERRA* 

Impressions 

L33 @ www.computergaming.com/infolink 
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ADVENTURE/RPG 


REVIEW • BEYOND TIME 





Beyond 

Endurance 

You Won’t Just Travel Through Time, You’ll Waste It Tool 


by Robert Coffey 

[ very so often a gnnie comes 
iilong that (Iocs everything 
right. Bl-?)'ONt>l'iMi; isn’t that 
game, l^ither, it’s an example 
of everytiiing iliat can be 
(lone wrong in an adventure 
game. Its got a 
minuscule 
assortment of 
the most non- 
challcnging, uninteresting 
puzzles ever; nin-of-thc- 
mill graphics that are 
unduly trumpeted on the 
game box; the same old 
Egypt/ 'fibet/ Atlantis/ 
outer-.space garbage seen 
inhundrecisofbctlcr 
g;)mes;an(l the most tor- 
Uircdpileofclaptrap- 
posing-as-])lotr\’eevcr 
endured. 


Price: S49.95 
System Requirements: 
486/66, Windows 3.1, 
8MB RAM, SMB hard-drive 
space, VGA monitor support- 
ing 256 colors, 2x CD-ROM, 
Sound Blaster-compatible 
sound card, mouse. 
3D Support: None. 
Multiplayer Support: None. 
Designer/Publistier: 
Dreamcatcher Interactive, Inc. 

Toronto, Canada 
(416) 398-8588 
wwv/.dreamcatcherinc.com 


moderate!)' .striking a few years ago. It’s 
hard to believe this is the same compan)' 
that published the visually rich Jkwkls 
oi' 'I'l ir; Oii\ca ,!■: a few years back. 'The 
game plays out in a letterbox taking up 
only about a third of the screen, the 



TIMEWORN 

Tlie game begins with a museum 
curator imploring you to discover what’s 
behind the disappearance of several his- 
toric and artistic artifacts. 'I'hai’s the last 
time an)'thing makes .sense. After that, 
the liopelessly garbled story plays out via 
FMV sequences revealed through the 
characters’ video journals. Aside from 
being incomprehen.sible. these 
sequences are plagued with bad film- 
school lighting and the combined talents 
of those w[io flunked Remedial Acting 
lOl at the local community college. 
Suqrrisingly, this gibberish is based on a 
real book called Obelisk. 

Bi'iS’ONid I’lNtl': wants to be Mysi' real- 
ly, really bad and gels this about half 
right— it’s really, really bad. It shoots for 
those same rich graphics as MVST but 
misses, delivering in.stcad .some very' ser- 
viceable images that might have been 


COMFORTABLY DUMB Graphics that might have been somewhat impres- 
sive two years ago come oft more like a bad “Laser Floyd" show at the 
local planetarium. 


game world is stiflingly small, and the 
efforts at introducing a .sen.se of life into 
the game world come off stiff and car- 
loonish, with animals moving more like 
wind-up toys. Sound is a virtual nonenti- 
ty in the game. 

WE DON'T NEED 
NO STINKIN' PUZZLES 

C)ka\'. a lim|) plot and drab game- 
world could be forgis'cn if the gameplay 
were there, but Bi-:Y(>N1') T’lMl'/s game- 
play is a bit be)'ond reach. Calling its col- 
lection of puzzles a“smatlering" is being 
generous. Ear too much of the game asks 
you to wade through dull text in order to 
find and copy heaps of hieroglyphics. I’m 
not adverse to some note-taking, but 
when it starts with finding and recording 
four hieroglyphic combinations to un- 
lock one door four limes and gets won>e 


from there, I’m sorrj', yoiu'e lost me. 

Typical of BtYOND'l'lMl'.’s complete 
lack of vLsion, one number puzzle is used 
twice, and the rest arc a paltry assortment 
you’ve probalrly solved in bcttei' games. 
Stop me if you’ve heard this before — col- 
lect the lost cry'slals to 
restore the crystal 
matrix. Hear me now', 
game designers of tire 
world; Ifyou catch 
yourself falling back on 
that lired“Cr)stal 
Matrix” blather its time 
to look into a career in 
dog grooming. As if the 
puzzles weren’t weak 
enough, blatant hints 
or outright solutioirs arc 
usuall)' right nearby. 

Topping all this off 
is a sluggish game 
engine desigired for a 
•486/66 ()'ct it still drags 
on a E150) and a fuislrating navigation 
interface. Bl-YOND T’lMK docs elicit 
some emotion: temrr — it ends with the 
threatofaseriuci.^t 

^/JPPEAL: Gamers consumed with 
self-loathing. 

^PROS: Included hint book ensures 
that you won’t spend any more time 
slogging through this game than 
absolutely necessary. 

>CONS: The plot is unfathomable 
and clich^'tldden; dull game-world; 
a thoroughly dismal collection of 
uninteresting, 
unchalienging, 
un-everything 
puzzles; sludgy 
game engine 
coupled with a 
crummy move- 
ment interfaca 





TALOiXSOFT PRESK^^TS 

i\OKM KOOKR’S 



VOLUME I: 1039 - 1955 


TafonSoft^ has unleashed the legendary Norm Koger to create the ULTIMATE computer wargame! After a ten-year 
relationship with SSI® developing titles such as Age of Rifles™, Tanks™, and Red Lightning™, Norm Koger has Joined 
TalonSoft® to create the wargame of his dreams: The Operational Art of War. Unmatched flexibility, complete 


TalonSoft® to create the wargame of his dreams: The Operational Art of War. Unmatched flexibility, complete 

scenario editing system and state of the art graphics, combined with a variable game scale, will 

prove to be the greatest achievement of his career! , — ^ 


Coming soon to Software Retailers World Wide! Reserve your copy today! 
Call (410) 933*9191 or visit our web site at www.talonsoft.com 


©Copyright 1998Ta!onSoft Inc., P.O. Box 43730, White Marsh, MD 21236 
e of Rifies^.Tanks^**, and Red Lightning^** are registered trademarks of Strategic Simulations Incorporated® 
GO TO 4242 @ www.computerGaming.com/infolink 
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o play with the best online, 


you gotta have speed, reflexes. 


awesome timing... and the nght 


equipment 


puts you 


in today’s hc»ttest games like 


QUAKE 11"^ with high speed. 


consistent 


data transfer 


that makes 


interactive 


multiplayer competition 


a reality. No delays 


No waiting. 


Just 24-hour 


access to 


the action 




Real (lames Real .ast. Re£! time. 

Get www.dwaiigo.com. 


the ultimate real-time ':mn$retltloK. 


And get after it. 


DWdnec 
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It happens in a heartbeat. 

You're commanding an AWACS aircraft through 2.5 million square 
miles of astonishingly detailed battiespace. Or you're mixing it up 
with bandits and bogeys in your own F-22 Air Dominance Fighter. 

But it only happens with DID's F-22 Air Dominance Fighter, the 
flight simulation Denny Atkin of Computer Gaming World caWs, 

"the most advanced F-22 sim out there." 

Believe it. DID's F-22 Air Dominance Fighter is loaded with features 
you won't find anywhere else. 

So strap in and prepare to lead, fight, or get out of the way. 

It's your choice, but make it now. There's a war to win... 

I AWACS I Afui I , I Scaleable | FREE Reference 


Stealth Mode | 3D Map 


iF22'"- iMagic NO 

F22Raptor'‘'- NovaLogic NO 

JFtli'"- Interplay \ t^ 


DD F-22 ADF'**and e 1 996 DigiBi triage Design and Ocean of AmericA he. Ocean is a legistered trademarii 
ofOceanSoftwofeUmilBdAI rights leseivedAI other trademarks are the property of theiriespectiwownen. 
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AIR WARRIOR III • REVIEWAA 


Something Old, ^ 
Something New 

This Supercharged Air Warrior Still Sports Some Used Parts 

by John Nolan 



A lRW/\RRIOR[|[islllC liitcst 
release of the sim that 
began as the graiKlcla(ld\' of 
online flight simulations 
and later grew a solo com- 
ponent. Dchnting in 
October iyS7 as the first 
multiplayer online flight 
sim (at $5 plus an hour), it 
continually improved and 
added fcatines. In December 1992, a 
box release of the game added limited 
offline ])ractice, w'hich was leisurely fol- 
lowed in Januar}' 1997 by 
/\!R\V/\rr]OrI 1, aver- 
sion w'ith interesting 
offline campaigns, lliis 
latest version expands 
the envelope with 3D 
graphics, better artificial 
intelligence, automated 
online multipla)’er histor- 
ical scenarios, and real- 
time \oice capability. 

PICTURE THIS 

The new 3D-accclcr- 
ated graphics are a quan- 
tum leap over those of 
previous s'ersions but do 
require a Direct5D- 
eompatible video card. 

Aircraft exteriors are 
beautifully texture- I 
mapped with colorful squadron mark- 
ings and plcnt}' of detail, like gunsmokc 
smudges trailing off (he gunporls. 'Ihe 
cloud effects on the horizon arc just out- 
standing. Sun-blindness, fog effects, new 
dense black smoke trails from cripj^led 
aircraft, and huge b!ack-red-{)rangc |)uffs 
of antiaircraft explosions limit vtsibilily. 
'Die terrain has been enhanced with 
nicely rendered mountains, airfields, and 
fanns. Tliese features are scattered 


about, which keeps frame rates up, so 
tlicrc are still huge cx|)an.ses of green 
grass in (his \-irtual world. Its now easier 
to“fccr your altitude and avoid dragging 
awingtip. In theab.senceofan accelerat- 
ed 3D card, a software rendercr handles 
the job: 'flic resulting graphics are ade- 
quate, but they’re basically tiic same as 
the older \'crsion.s. 

REALITY BITES 

/kiR Warrior Ill’s flight model 
remains essentially unchanged from pre- 


ANCIENT HISTORY The “generic cockpit” view 
mode is a legacy of the original Air Warrior: 
it’s past retirement age for this old crutch. 


\aous versions. The Novice, 
Veteran, and Ace .settings are 
labeled‘'Rcali.sm/Difficulty” in 
the manual, with the emphasis 
on difficulty. Novice is a half- 
speed, easy way lo gain famil- 
iarity' and have fun. Veteran ups 
(he difficulty a bit. mnningthc 
sim at nonnal speed without 
realism feahircs. Ace is intense, 
adding accelerated .stalls, spin.s, 


G effects, stall buffeting, and firepower 
lethality, but its more of a difficulty 
adjustment than a realism change. 

'flic tw<j easiest w'ays to start an argu- 
ment are to yell “If it ain’t pork, it ain’t 
even B-B-Q’’ in a Texas eatery' or to tell a 
bunch offlighl-sim addicts, “Tliis is [or 
isn’t] the most realistic flight model ever 
programmed." Yet at Ace level, with your 
feet flat on the floor, you can add full 
power for takeoff, [Uit your hands in your 
lap, and your P-31 \sill docilely roll 
straight down the ninway' and gently lift 
off. Do nof try this at home 
in your real Mustang! Tliis 
i.sn’l the only anomaly in the 
“full realism" flight mode!, 
but remember that this 
model was created when the 
286 chip was king and 
physics modeling was a 
dream. In any event, Ace 
provides a high level of diffi- 
culty, challenging almost 
any gamer and keeping 
things interesting. You’ve got 


CLEAR VIEW Air Warrior III offers excellent 
Korean War-era jet combat in addition to WWI 
and WWII campaigns. The new close combat 
view mode should be the focus of further 
enhancements with yet more detail and working 
instrumentation. 



Price: S49.99 
System Requirements; 
Pentium 133, Windows 
95, 24MB RAM, 60 MB 
hard-drive space. 2x CD- 
ROM. DirectX 5.0- 
compatible PCI video 
card, mouse; joystick 
recommended. 

3D Support: DirectSD. 
Multiplayer Support: 
Modem, LAN (2 players), 
Internet (2-250 players, 
S9. 95/month). 

Developer: Kesmai 
Publisher: Interactive 
Magic 

Research Triangle Park. NC 
(800) 789-1534 
www.imaglcgames.com 


$IMULATI0N/SPAC£ 



SIMULATION/SPACE 


REVIEW • AIR WARRIOR III 




( ZEROS HIGH All the aircraft, including this Zero, 
are well detailed and accurately decorated. The 
landscapes aren’t packed with structures but they 
are beautifully rendered. 


to ])ractice to be good at this level; the 
acute!)' sensitive accelerated stall niodel- 
iug requires almost the steady hands of a 
brain siirgeon, 

MISSION MANIA 

’llic game adds a number of new' 
offline missions, bringing the total to 
more than 450. Campaigns cover World 
Wars 1 and 11 and the Korean War, and 
allow gamers to fight for cither side. Six 
of these campaigns arc new', w'ith four 
focusing on the Pacific Tlieater of 
WWIl. New aircraft models round out 
the already extensive plane set, prewiding 
suitable types for the new battles. 

Tlie campaign trails arc long and 
tough, with twists and turns based on 
your perfomiancc. Strategic thinking 
and innovation prove to be vital assets for 
victor)'. If you're the “engage at first .sight” 
t)'pc, it’s going to be a short war; you’ll 
get waxed because the artificial intelli- 
gence of offline enemies is better, llicy 
now use tactics appropriate for their 
[)lane types and energy slates; You won’t 
see IMOs stalifighting Zeros anymore. In 
some missions, the skill and aggressis'c- 
ness of enem)' i^ilots seem random — 


)Ou'll meet good and bad 
pilots — but in others it feels 
historically correct. For exam- 
ple, the skill level of the 
Japanese pikjis aijjjears to be 
lower during a campaign later 
in the war. Os erall, wingmen 
on botli sides seem more aware 
and smarler about tactics 

DOniNG THE EYES 

Eric l larlmann, a top World 
War 11 Ace, lused a tactic of 
“Sec, Decide, Attack, and 
Break.” 'Ihe first [)art is hard to 
do in Allt WAltitlOlt 111, just as it w-as in 
previous s'crsions. Some might argue 
that the aircraft here are correctly sized, 
gh'en the wide-angle view' and pixel 
dimensions of the screen. Unfortunately, 
the re.sulting image is merely a ny.spcck 
until it’s within about 1500 )'ards. Even as 
you close, the plane’s planfomi doe.sn’t 
emerge until about 1000 y'ards. 'Ihat’s a 
[jroblem when you w'aut to “do some of 
tliat Ba,sic Fighter Maneuvers stuff, 
Mav,” because you have to know your 
spatial relationship to the bandit. 

To accurately re-create a WWOl 


encounter, you need to sec the cnemys 
planfomi at realistic ranges to determine 
angle-offand aspect. Wth a 90 degree 
angle-off, you should see a B-17’s vertical 
stabilizer at a nwo/mun) of 2500-3000 
yards. Instead, the game gives you about 
half the nonnal time to "See and 
Decide,” It still works, since all players 
are ideulicall)' handicapped, l>ut it sure 
makes it tough to enjoy the excellent tex- 
ture mapping on the aircraft. 

New interface improvements include 
the abilit)' to “tag” a bogey w'ilh jilane 
t)'iic and range, which reall)' helps )ou 
keep track of Air Warriors specks. Tire 
full-screen cockpit now has basic work- 
ing instmments, an overdue develop- 
ment. A bit more effort in detailing and 
iu-stnimcnling this view mode would 
consign the old generic cockpit and the 
compromise “text data” cockpit to the 
recycling bin. 

Air WAltRlOR 111 show's Kesmai’s dedi- 
cation to continual impros emeut and 
responsiveness to pla)'er input. Its a wor- 
thy successor to its forebears and a blast 
to play on or offline, 

^APPEAL: Any devoted Air Warrior 
fan or air-combat enthusiast looking 
for a long affair with historical mis- 
sions from WWI to Korea. 

^PROS: 3D planes and terrain 
enhance old warhorse’s looks; new 
WWIl Pacific campaigns; new enemy 
Al; good full-cockpit view; online 
historical missions; voice capability. 
^CONS: Flight model showing age; 
superb plane 
graphics not vis- 
ible until unreal- 
istically close; 

“realism" effects 
are more difficul- 
ty than realism. 



W ith the addition of autemated, historically based miniscenarios to online 
play, Air Warrior III has created a defining moment for all games of. Its 
genre. Until now, with the exception of formal scenarios, play has been . 


politically correct, using letters for country names and making any plane available 
to any gamer. The only goal? Kill or be killed. Now, however, every evening on 
Gamestorm (www.gamestomi.cam), at regularly scheduled starting times in are- 
nas with up to 250 participants, gamers can choose historical sides, equip 
themselves with the correct aircraft and fly missions that re-create those actually ■ 
flown during the war These missions have specific, chronicled objectives, with 
scoring based on how well each side achieves its goals. Combat flying moves 
from a self-centered, abstract goal of maximizing your personal kill-ratio to a 
structured environment that emphasizes concrete group goals. 

. This, transition adds an important element to online.air combat:. Gamers will : 
finally experience a hint of the pressures and limitations felt by WWIl crews. This 
improvement can't be overemphasized; “continuous furball" arenas are becoming 
st^e. Adding to this heightened “environmental realism" is real-time voice capa- 
bility. This feature is highly desirable in any team-oriented air combat arena and 
should make the historical scenarios even more pulse-pounding. 
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REVIEW • YR BASEBALL 
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Pretty Vacant 

VR Baseball Looks Awesome, but the Feature Roster Is Light 



Price: $39.95 
System Requirements: 
Pentium 120; Windows 
95; 16MB RAM; 30MB 
hard-drive space; 4x CO- 
ROM; Win 95-compatible, 
16-bit sound card. 
3D Support: 30fx, 
Rendition V1000, 
Rendition \/2200, or ATI 
Rage 3D Pro. 
Multiplayer Support: 

Hotseat (2 players) 
Designer: VR Sports 
Publisher: Interplay 
Productions 
Irvine, CA 
(800) 468-3775 
www.ursports.com 


by Scott A. May 

| nlerj)lays long-awaited 

is finally here in a liard- 
ware-only accelerated version. 
With its incredible speed and 
vi,siial appeal, it rivals (and in 
many cases, surpasses) the best 
hardball coin-op machines. 
Before baseball realists cry foul, 
how ever, let’s get one thing per- 
fectly clear: Tliis edition of VR 
BASliliiAM - focuses solely on arcade 
action, with little or no coaching or 
managerial aspects. It’s also missing 
other crucial features, such as remote 
miillijdayer support and instant replays. 

’ilie game features more than 700 
M LB players, including All-Star rosters, 
ba.sed— a little late— on the 1996 .sea- 
son. There are also 28 major league sta- 
diums, accurately modeled with famil- 
iar landmarks, .skylines, billboards, and 
so on. 

Play modes include exhibition, sea- 
son, 1 Ionic Run Derby, and batting 
practice. C)[>tions allow' you to adjust 
skill levels (rookie, veteran, and all-slar), 
innings (1-9), game time, errors, and 
designated hitter rules. Other options let 
you choose to simulate or play quarter-, 
half-, three-quarter, or full-season sched- 
ules, including all-star games, play-offs, 
and the World Series. 

Player trades and 
roster manage- 
ment are about 
as close as you'll 
get to true 


coaching duties, although trading with 
the computer is a joke. Alt trades are 
immediately accepted, no matter how 
ridiculou.s. 

GOOD EYE 

Tlie game requires a 3D-accelerated 
video card, but its well worth it, both for 
tlie speed and gra[ihic effects, w'hich 
include real-time shadow casting, bilinear 
filtering, and extensive texture-mapping. 
Tlie game runs fine on the minimum 
required .system, and absolutely smokes 
on my P233 MMX, using Creatives 3D 
Blaster or Diamonds 3D Monster. 
Inleq^lay has a patch enabling sii[)port for 
tlie Matrox Mystique 4MB video card. 

Game gra[)hics are purely polygonal, 
rendered at 640x480 resolution and 16-bit 
color depth. 'Ilic plaj'ers are large and 
angular, and the)' sport authentic uni- 
fomis, complete with names and num- 
bers. Molion-ca|Mure teclinology gives all 
players a full range of natural movement. 

VR Ba.sI''.HA[.N uses a menulcss control 
system for selecting and delivering pitch- 
es, swinging the bat, and advancing base 
mnners. joj'stick and gamepad controls 
are tight and responsive, featuring u]) to 
six programmable buttons. Actual game- 
play, how'cvcr, is far too easy at the rookie 
and veteran .skill levels, even for an 
arcade game. In fact, my first inning at 
bat yielded no fewer than four home 
runs and six .scores — even when the 
game was set to veteran level. 

"^rherels no instant replay, but the games 
action can be viewed from 
any angle or position with- 
in each 36()-dcgree \irlual 




► lOTH MAN OUT VR Baseball’s 360- 
degree environment and limitless cam- 
era settings create a virtual play field, 
putting players in the action. 

stadium. /Mthough it looks cool, it’s quite 
impractical. For example, its almost 
impossible to pilch with any degree of 
accuracy when viewing the action from 
any angle other than the pitchers. Still, 
the feature adds impressive depth of field. 

FINAL OUT 

Other downsides include rather 
“dirty" ambient .sound effects when 
played through my SoundBlaster 64 
AWE. Collision detection with back 
w'ails is also a ]3roblcm. Sometimes the 
ball appears headed for the w'all, only to 
become a home run. Likewise, fielders 
don’t visibly catch balls, but merely 
“obtain” Ihein by being in their vicinily. 

VR BA.Slil5ALi, delivers fast and fluid 
arcade baseball, but its missing too many 
features. lx;ts hope VR B/VSEa\i.i, ’99, 
due out by the time you read this, will 
plug this games man)' holes. 

^APPEAL: Arcade baseball fans. 
^PROS: Coin-op-quality 3D graph- 
ics and sound; exceptionally fast, 
smooth gameplay; simple play 
mechanics. 

^ONS: Almost no managerial con- 


► WHERE'S THE QUARTER SLOT? Arcade baseball has 
never looked this good— or played this fast— on any 
home system, thanks to excellent 3D hardware support. 
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jump into one of 16 tricked-out mega-horsepower streetcars and lay down some significant rubber. You and up to 15 other 
uncivilized drivers can race on dozens of random and twisting city streets, desert terrains and country tracks. Sure, the weatiier 
conditions change on you from thunderstorms to dense fog, but don't let that ruin your Sunday afternoon drive. Because if you're feeling 
a little reckless, you can always enter the ultimate destruction arena and experience balls-to-the-wall action (see above]. So, put your 
head between your legs and kiss your assorted auto parts good-bye-because Ultim@te Race Pro' is one hell of a raucous ride. 


Available on Windovvs*95. 
Visit your local retailer or 
call V800^5-6AME day 
or night lU.S. or Canada). 


DRIVE FAST. DRIVE DANGEROUS. DRIVE LIKE HELL THROUGH THE INTERNET. 

GO TO #098 @ www.computergamingxom/infollnk 


L' i 










w. 


it believe in soaking up the 
optimism of opening day. 

We believe in savoring the rare 
beauty of a no-hitter. 

We believe in the healing power 
of a well-executed squeeze play. 

We believe in dancing to chin 


music. 


We believe in High Heat 
Baseballr a game that captures the 
intensity, excitement and spirit of 
the game we love. 




ti aui only liastbnil sluii 


Were the Team .366 ” studio, 
a squad of passionate game 
craftsmen and diehard baseball 
fanatics whoVe dedicated the last 
two years to creating a baseball 
experience that will, quite simply, 
redefine the genre. 

Jaw-dropping graphics. Fast 
gameplay. Matchless tactical AI. 

In short, everything gamers demand 
and baseball fans scream for. 

Experience High Heat 
Baseb^, the definitive baseball 
experience from the industry’s one 
and only baseball studio. 

Become a believer. 


reBt'taiinr v 


e l9‘)liTlir .inOCompinr. All ri)[hii 


rvrd. High Hcji BjsfbjII, TruPUy. Tcjni ,366.. 


‘ Trjin .366 logo 


rd irjifcmarki ot I'lic 3DO Companr. C MI.KPA Orticia] 




I 



Unprccc-Ji-nied Aiitlicntidt)’: 1998 MLBPA 
rosters, 1997 statistics, all 30 big league 
ballpatLs, intelligent cro»vd noises, real umpires, 
and real Major League play by play brings 
to life the baseball experience. 


Pro-style riuerlacc: Practice the real 


of pitching and hitting. No need for 
gimmicks, you have all the tools to think 
and react like a baseball pro using the real 
tactics of Major League Players. 



rgamlng.com/info)ink 
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REVIEW • AHDRETTI RACING 



Wheel Life 


More Arcade Game Than Simulation, Andretti 
Racing Still Offers Some Fast-paced Thrills 

by Scott A. May 



Price: $49.95 
System Requirements: 

Pentium 133, Windows 95, 
16MB RAM, 120MB hard- 
drive space, 2x CD-ROM 
drive; supports 
DirectSound-compatibie 
sound cards, mouse, and 
force-feedback joysticks. 
3D Support: Direct3D- 
compatible accelerated 
video cards (3Dfx Voodoo. 
Voodoo Rush, and nVidia 
RIVA 128). 
Multiplayer Support; LAN 
(2-8 players), modem, and 
serial play (null modem 
cable required). 
Designers: High Score 
Entertainment, 
Stormfront Studios 
Publisher: EA Sports 
San Mateo, CA 
(800) 245-4525 
www.easports.com 


lieu in doubt, strad- 
dle Ihclinc.'Iliats 
wliat liilectroiiic 
Arl.s docs with 
/XNDiO’jrn Racing, 

whicli falls soine- 
whcre between the 
arcade thrills of 
NKKn FoitSi’K[':D 
and the simulated 

realism of CART Pkj '.cision Racing. 
Hriviiig the middle of this road can be 
twice as dangerous. Ixit EA juills it off. 

Tlie game marks second attempt 
to iiimp-.start one of its minor PC sporl.s 
franchi.ses, biio\ cd b\’ success on the 
I’laySlation and Saturn. ANORFri'n is no- 
irolds-barred, Ihrill-a-minulc arcade rac- 
ing, with oiiK' a smattering of simulated 
realism, thankfully administered where it 
really counts: \ chiclc handling and com- 
puter AI. Drivers can choose between 
two disparate racing shies, NASC/\Ror 
Ind); which sa)’s a lot about the depth of 
the game’s driving model. 

I'LL TAKE THE PINTO 

l•’rom the get-go, realism takes a back- 
seat, as only four of the games 16 tracks 


arc modeled after officially licensed 
world-class spccdu'a)'s. 'llic rest are fan- 
tas)' tracks, designed by the Andretli elan 
(Mario and sons Jeff and Michael) in re- 
create track tj'pes based on rcal-woiid 
courses. Likewise, only a handful of the 
game's 30 drivers has any connection to 
rcal-iife Indy or NASCAR drivers. 

Preracc vehicle setup is also a bil of a 
joke. Compared !o lire best racing sinis 
available today, the garage in ANDltlCi'n 
Racing is the digital equivalent of Jiffy 
Lube: fast, chea]), and very basic. Setup 
options are limited to automafie/inaniial 
transmissions, liard/soft tires, gear ratios, 
front/rear w ing angles, and initial fuel 
loads. To make matters worse, )'OU must 
reset your setups before eacii session. 

On the up,sidc,/\N'niU':i'ri Racing, is a 
screamer when the tires finally hit tire 
tamiac— if you ha\'e the neeessaiA' iiard- 
w'are, T lie game supports a small \ ariely 
of 3D-accclcratcd \'idco cards, and )’ou’ll 
need one if your.sy'stcm qualifies at lire 
minimum required PI33, On my P233 
MMX, first tested without 31') video, 
frame rates were cxccjitionally high, 
although grapliic quality suffers. With a 
Monster 3D, 1 was able to crank up ihe 




\ 


EDGED OUT One Of ANPREni Racing’s strengths is its aggressive computer 
especially good in the final laps. 


AI. 


It's 


grapliic details to high, while maintain- 
ing l)la/,ing speed. Beyond 3D effects 
like haze, lens flares, and textured back- 
dro[is, however, you’ll also see plenty of 
flat, 2D objecls littering the scenery. 

SPIN CONTROL 

As in many arcade-style racing game.s, 
your onscreen vehicle looks and feels as 
if its floating slighiiy above Ibe surface. 
Despite this, vehicle eoiilrol is above 
average, thanks to the relaxed physics 
model, 1 tested the game using a CH 
Camestick H, CM ILacing Wiicel (witli 
pedals), Sidc\Mndcr Force Feedback 
and e\'en m)' trust}' old Grai'is 
Gamei^ad. All four performed well, 
though racing wheels or analog sticks 
are definitely preferred. 

lunal accolades go to the computer 
AI. Computer-controlled drivers consist 
of the usual assemblage of chumps— 
more road-kill than road-warrior— and a 
ragtag team of hotshots (more often 
than not, the Andrettis themselves) who 
manage to extend a challenge at ever}' 
turn. As expected, the game’s best 
moineiits come during hcad-to-hcad 
racing via modem, serial, or D\N multi- 
player connections. 

AN15lu:i'n RacINC: W'on't drive away 
more serious competition, and there's 
plenty available to blow' it off the road. 
Bnl it’s not without merils, es[)cdally for 
arcade-oriented drivers looking for a 
cjuick fix with plenty of e}'e cand}'. ‘fc 

^APPEAL: Arcade racing fans. 
^PROS: Surprisingly tenacious com- 
puter AI; exceptionally fast; excel- 
lent handling; 3D hardware, force 
feedback, and 
multiplayer sup- 
port. 

^CONS: More 
fantasy racing 
than gritty real- 
ism; laughable 
car setup. 
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See the game from a 
whole new perspective... 

...The Profit Margin 



’.computergaming.com/infolink 


Set your team's starting defenses, batting 
order and pitching rotation. 


Baseball Mogul doesn't place you on the mound or in 
the batter's box, but rather in the leather armchair of 
your favorite professional baseball team. 

This is your chance to take on the role of 
manager and GM. 

Play the game behind the game. 


Control all finances, including setting ticket 
and concession prices. 


BASEBALL 

MOGUL 


The MVP of BasebaU Simiilatiimi 


Run to your nearest retailer 
or call 1-800-229-2714 


7n|Mr ©1997. 1998 Infinite 
Monkey Systems, Inc 


“Sports Game 
of the Year" 

Computer Gaming Worta 


.1 CT In toanhr Software Company 
2300 Berkshire Lux No, Phinoulh. tL\ 3>44l 
Bw.aiza-orkcom • 612-509-T600 





Ambushes. Barrages. Conflagrations. 
It Doesn't Get Any Better Than This! 


Soldiers at War" is turn-based, squad-level combat with all the heroism and drama of a good World War II 
movie! Lead a squad of 8 men through a hair-raising campaign of 15 linked scenarios. Experience D-Day 
and the assault on Monte Cassino. Execute commando raids and fight fierce house-to-house battles in 
blasted cities like Anzio and Dresden. An extremely flexible mission editor and 15 extra stand-alone 
missions, many from the German perspective, make the action virtually endless. Four-player multiplay 

via network or the internet 


WINDOWS’ 95 CD-ROM 


©1997 Stralepic Simulations. Inc., a Mindscape Company. All lights reserved. SOLDIERS AT WAR isa iradeinaik of Strategic Simulations. Inc Ail other nademaflts 
and registered ttademarks arc the property o( their respective holders. Call t'800-771-3772 for Game Rnimg Inlornialion 


GOTO =240 @wimcomputergaming.com.'infolink 





THE DEEPER DUNGEONS * REVIEW 


Plumb 
More Depths 

More Fun Awaits the Sadistic and Depraved Dungeon Keeper 

by Barry Brenesal 


11 your dungeons arc now 
built, Dungeon Keeper. 
You succeeded and 
thrived against the 
onslaught of endless, sanc- 
timonious heroes, and the 
blasphemous counter- 
claims of upstart rivals. 

You think you can sit back, 
toss another commoner 
on the fire, and revel in a bit 
of unaccustomed leisure 
time? Well, think again. 

More unexplored levels of 
challenge await you in Thk 
Dk FPiiR DiJNCi'ONS, the 
Dungeon Kt'i' per expan- 
sion pack from Bullfrog. 

llicre are 30 new levels in 
all, 15 each for single-player 
and multiplayer games. T\\c 
only obvious difference in 
their layouts lies in the close 
proximity, increased strcngtli, 
and concentration of com- 
puter-driven enemies in the 
single-player scenarios. 

nMETO SLAP MORE IMPS 

\bu can play tlicsc 15 dungeons in any 
order. ’’Hiat in itself is the ti]>-off that 
there’s no linear progression of difficult}' 
in Deeper Dungeons. Unlike in the 
original DUNGEON Keeper, here there 
are no visuals of a land slowl}' decaying 
while you ]3rosper in your campaign, and 
that wonderfully satiric Wellesian voice- 
over after each victory is missing as well. 
Instead, each dungeon is as reasonably 
hard as the last several dungeons in the 
original release. 

Bullfrog claims to have achieved this 
in ])art through improvements to 
Deeper Dungeons’ enemy AI, but the 
evidence doesn’t back this up. Liberated 


enemy dungeons still contain plenty of 
unused bonus specials, which, if used, 
would have granted free resurrections 
and level advances to all creatures. 
Individual creatures, including weak 
ones, continue to instantly attack the 
most powerful of enemy groups ou sight. 
(There's nothing more pitiable than 
watching a Ry tr}' to go it aloite against 
three Dark Mistresses, two Bile 


Demons, and h\o Wizards.) Bullfrog 
also did nothing to eliminate the cheap 
tricks pla}’crs could use to circumvent 
the computer’s tliinking— like luring a 
host of enemy troops onto a bridge over 
water or lava, tlicn selling both ends, 
leaving most of them stranded. 

EARNING YOUR KEEP 

What makes individual levels in 
Deeper Dungeons more difficult than 
tlie original game is object placement. 
There’s less gold around you and more 
around enemy dungeons. Tliere are 
more broad underground lakes and open 
caverns (which can’t be closed by doors) 
near gold supplies, so that as soon as you 
tunnel into these gold pockets, higher 


level heroes and enemy dungeon keep- 
ers have easy access to your realm. Traps 
are more extensively deployed. 
Computerized dungeon keepers some- 
time receive room types and spells that 
human equivalents can’t access on that 
given level. 

Tliis will no doubt engender some 
complaints about "Al cheating," but 
given the complexity of tlie game, even a 
Pentium chip couldn’t 
process all the data 
required to adequately 
combat tlie strongest com- 
puter yet inx'ented — the 
brain. Besides, has the 
challenge of an uphill bat- 
tle ever been knowm to 
daunt a reasonably ambi- 
tious and depraved 
human dungeon keeper? 

Huimbs up, tiien, for 
Dl'il’PER Dungeons new 

levels, just remember it’s 
more of the .same. It does 
not offer new' monsters, 
rooms, or extensix’e graph- 
ics. Wliat it does pros idc are 30 fresh 
challenges for DUNCiEON Ki^EPER, that 
iinitjuc real-time strateg}' game of incred- 
ibl}' rich detail and sardonic humor. ^ 


^APPEAL: Dungeon Keeper addicts; 
anybody who enjoys difficult, imagi- 
native real-time strategy games. 
^PROS: Thirty well-crafted dungeon 
challenges. 

^CONS: Extremely tough to win 
even if you are 
familiar with 
Dungeon Keeper; 
offers no new 
monsters or 
rooms; lacks the 
wit of the origi- 
nal game. 
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Price: S29.95 
System Requirements; 
Pentium 75 (for Windows 
95 version) or 486DX4/10 
(for DOS version), 16MB 
RAM (Windows 95 ver- 
sion) or SMB RAM (DOS 
version), 4x CD-ROM, 
17MB hard-drive space, 
DirectXS-supported 
sound and video card. 
Multiplayer Support: 
Modem (2 players), LAN 
(2-4 players). 

3D Support: None. 
Designer: Bullfrog 
Publisher: Electronic 
Arts 

San Mateo, CA 
(650) 571-7171 

www.buiifrog.ea.com 
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THIS WOMAN'VV?^ 
^DOWN BICAUSej^ 
/COULDN’T DESTGNl 
-^EFFECTIVE WAR MAC 


LOOKS LIKE IT COULD GIVE 
'CaC RED ALERT’ A RUN 
FOR ITS MONEY. 

•Dave Richards, Happy Puppy 


THE MOST COMPREHE NSIVE 
USE OF Ai THAT I'^HIf 
ENCOUNTEREa^^ 

•Rich Heimlich, Insi^Kamcs 


unitdO^-^^^;/ - ,( 

TIME? 

•Erie Reppen, Game Informer i 





WILL TT HAPPEN 
TO YOU? 




UNSURPASSED 
CUSTONITZATION OF 
WAR NIACHINES. 
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REVIEW • MiiMeiC THE GATHERING: DUELS OF THE PLANESWALKERS 


; mUilf ^ 



Counterspell Please 

by Tahsin Shamma 


M /\NAL1.NK, the much-anticipated 
multiplayer support included in 
the M\G1C upgrade, DULLS OF 
■['ilF PbWKSWALKERS, has final- 
ly arrived. Unfortunately, it's 
)nosl likely going to give you a bad case 
of niana burn. 

The worst problem with M/\NAI-INK is 
ihc interface. I’ve yet to see a less intu- 
itive, more complicated interface for 
any multiplayer game. Basically, the 
multiplayer component is split into two 
windows: The first is the chat room 
accessed through TEN; the second 
connects you to players for duels. This 
may seem simple, but awkward buttons 
and an illogical messaging system make 
chatting and setting up duels a chore. 

'^I’hc second problem with Dukls OF 
TllE Pl\NESWALKERS is the unimpres- 
sive selection of new cards. W^ile it is 
supposed to be an expansion pack with 
new cards from the Legends and Dark 


expansions, MicroProsc neglected to 
mention that you don’t even get a third 
of each set. Absent arc the gold-bor- 
dered “Legends" cards that made those 
expansions worthwhile in the first place. 

Duels oftue Plxneswalki-rs has 
one saving grace: It's the only program 
that lets you play Magic over the 
internet in an automatically adjudicated 
environment. Mowever, if you play 
Magic regularly and are comfortable 
using chat programs like mIRC, you’ll 
probably /oveAPPRliNTlCE 32 (available 
free at www.planeswalker.com). 
Apprentice won’t help you figure out 
Banding, but it does provide one of the 
easiest interfaces for playing Magic over 
the Internet. 

As for Duels oi”n iE Pi anesw,\i,kI':rs, 
it delivers on its promises — that is, if )’ou 
can get past the awkward interface and the 
lack of good Legends and Dark expansion 
cards. % 



^APPEAL: Gamers who play 
' Magic: The Gathering only on the PC 


: ^PROS: Some 
new cards; mul 
. tiplayer support 
^ONS: Poor 
inteifece; great 
cards from the 
expansions are 
not available. 



Look for Manalink on this 
month’s CG-ROM 



Price: S48.99 
System Requirements: 
486DX4/100, Windows 95, 
16MB RAM. 
Multiplayer Support: 
Modem, LAN, TEN 
(2 players). 
3D Support: None. 
Publisher: MlcroProse 
Alameda, CA 
(510) 864-4550 
www.microprose.CDm 






Take a 20-minute Links'" break and challenge 
Arnold Palmer to 18 holes on Maui’s Kapalua Bay. 


New waving flags, airplanes and other 

animations 

New water reflections 

Six golfers including Arnold Palmer 

Faster screen redraws 

Quick-start internet play 

Over 20 other new features 



T ^ KapaluA 



For information, call 1-800-800-4880, 


it us on the weh St\v\vw.AcccssSo((w3rc.Jbm And add some color to your life! 
GO TO #079 @ www.computerRaming.com/infolink 
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REVIEW • AIDE DE CAMP 2 



Email Wars 


Aide De Camp 2 Is Indispensable for Board Wargamers 


by Terry Coleman 



Price: S59.95 
System 
Requirements: 486 
PC. Windows 95, 
16IV1B RAM, 20MB 
hard-drive space, 16- 
bit SVGA graphics. 
3D Support: None. 
Multiplayer Support: 
Email only (number ot 
players varies by game 
converted). 
Developer: MPS 
Simulations 
Publisher: HPS 
Simulations 
Santa Clara, CA 
(408) 554-8381 
www.hpssims.com 


M any \'.'argamcr.s lead a 
double life. By day. 
they upgrade tlieir PCs 
iiislas(T;niticallya.s 
oilier gamers, .so that 
they can play P.WVHi 
OKNKlUi.lUhTll, 
and Sid MKiKit's 
Ci:riVSiHiRG. But late 
at night, when no one 
else i.s watching, Ihev sneak up to the 
attic and dust off their treasured collec- 
tion of board wargaines. Tliey fondle the 
paper maps ofWaterloo ancL\achen, 
and spray laminate on tlieir cardboard 
couiilcrs of Napoleon’s Grand Armee in 
a vain attempt to halt Ihe ravages of 
time. But for mo.sl of the.se gamers, the 
harsh realities of jobs, families, and 
vs'argaming buddie.s who move away 
have dealt their 
cardboard 
armies a defeat 
that Wellington 
could never ha\ e 
imagined. 

Ifyou grew up 
playing AyA' A’ 

Allic.snr Squad 
lA;adcr, )'ou'l] 
soon be able to 
play computer 
versions of those 
classic wargames. But what about Afrikn 
Coqjs. Napoleon at \ Vaterho, or the 
du/eiis (or even hundicd.s) of other 
e.Ycellenl board wargames that \ou owii, 
most of which are hardly likely to intcrc.st 
a computer game ]xiblisher?\\'ell, with a 
little patience, yon can now convert 
them all to Windows 95 applications 
with/\)!->i'-,DKC/V\il’2(ADC2). 

A.scquel to the powerful editing pro- 
gram that won a CClPSpccial 
Aehie\ ement /\ward three years ago, 
ADG 2 is (|uile simply the l loly Grail for 
wargamers. Mind you, AP)C 2 won’t 
magically put an A1 in your boardgamc 
conversion, nor w ill it change turn-based 
games to real-time. But ifyou comert 


llaqyoon 4, for example,) oil’ll get an 
exact reproduction of the miniatures 
game — which will \'ar\’ quite a bit from 
the l-l\lti’OON 4 that SSI will publish 
next )’car. 

NO GRIDLOCK HERE 

You aren’t limited to generating end- 
less hcxgrids, cither. Included with ADC 
2 are a chess set, a backgammon set, and 
a checkers set, all designed with the 
ADC 2 editor, '(he powerful 256-color 
editor handles squares, boxes, hexagons, 
point-to-point moi’ement, and even 
jagged coastlines with ease — up to 
60,000 .spaces per map, easily larger 
than any boardgamc or com|)uter 
w'argame yet designed. 

Units can have as many as 16 editable 
eharacleristics, comparable to a typical 


unit in Bw/Wi Genrrm, or SiEE L 
P.YNil Il'.RS, Wth the potential to define 
30,000 ti'pes of units, ADC 2 can han- 
dle \ irtualh' an\’ boardgamc now on the 
market (or likcl)' to be designed anytime 
soon), 'llicrc are a number of other nice 
touches, such as sccurit)’ passwords, hid- 
den unit options, a random draw func- 
tion (for games w ith variable initiatis'e), 
and a built in 1 ,ine-of-Sight algorithm 
that’s better than a lot of [rrofcssionally 
puldished games I’ve plas cd. You can 
even design cards’ 

Is it perfect? Some of my old/\DC 
files didn’t con\ ert, but the new palette 
i.s so im[Drovcd that I would probabK’ 
ha\'c redone them to the new format 


Panswnrij Prntnrlion 

r d Pdt«»u>il loi i<ld/»r. 

I 

Hidden Piece Options 
r~ life Hiririm Piniic* lot thii pl.ijfti 
r** PrtCAi bidden when pldced on bootd 
r Plececii force pods dwayt hidden 

OefdiJlivnibolfoihiddenunUflfrel 
' ciwcked, ' (JOSYMflOC' is InedeSoul): 

w MUG SHOT Personali2ing your email contest is a breeze, since 
I you can import any .BMP file. 




► TRAFFIC JAM Included is a copy of 
Ardennes from The Gamers. Even in 
close zoom, you can see that this 
boardgame conversion looks quite pro- 
fessional. 

anyway. 'Ilierc is a bit of a learning 
curve, and some gamers will find the 
lack of a paper manual annoying. Still, 
the tutorials and context-sensitive help 
files arc thorough, and the big problem 
is really assimilating the vast number of 
available options, h’or my pari, ADC 2 
potentially adds 500 play-by-cmail 
games to ni)’ collection, and it c\en rolls 
the dice for me. Wial more can you 
ask, especially when new ADC 2 con- 
versions of classic wargames po|D n|) on 
the Internet on almost a daily basis? % 


Note that ADC 2 does not provide you 
with any rules or Al. Aside from any 
question of copyright, to play games 
via ADC 2, you must own a copy of the 
boardgame in question, and it allows 
play only via email. 


^APPEAL: Anyone who wants to 
play paper games via email. 

^PROS: A play-by-email wargamer’s 
dream come true; improved in every 
way over the 
original ADC. 

►CONS: No 
paper manual; 
old ADC sets 
may not convert 
to new format. 
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IT’S OPETsIlNG WIGHT IWTHE 

THEATER 

OF BATTLE 


THE DEFINITIVE SIHULATION; OF MODERN GROUND WARFARE 


From the creators of the award-winning classic Ml Tank Platoon’ comes the most realistic 
armored land combat simulation anywhere in the world. Ml Tank Platoon //' 

Everything is hyper-real. The detailed cockpits, the thermal view, the trees and even the 
helicopters that intelligently hide behind hills. 

Be in complete control of four M1A2 Abrams tanks in both the gunner and commander positions. 
Command platoons in dynamic campaigns set in Gulf War II, North Africa, the Russian 
Far East, the Balkans and Central Europe. 

Face off against the enemy in a multiplayer battle that will blow you away. 

This is not just a tank simulation. You're 
in command of aircraft, helicoptei^, 
non-tank ground vehicles and infantry. 


www.microprose.com 


Available on Windows '^5- Visit your local retailer or call l-flOD-bTS-GAilE day or night CU-S- or Canada)- 


GO TO UlBl @ www.coniputergaming.coni/infolink 





COMING JUNE 1 


www.paniercomraaBder.com 


iidimerliti i 


PANZER COMMANDER! 


GO TO #239 @ www.computergaming.com/infblink 



EVOLUTIOH • REVIEW 7*ry 


Ik'y Again, Darwin 

Discovery Channel’s Simulation of the 

Struggles of Prehistoric Life Takes a Giant Step Backward 

by Tahsin Shamma 



axis Software started a 
neweraiiisiinulalion 
games when it iins'cilcd 
its SlM line of strategy 
games. 'Ilic scries pre- 
sented you with mun- 
dane sj’stems (city 
management, farming, 
global geology, and 
ecology), and tiien gave 
you godlike powers to manage and con- 
trol them. Now, Discovery Channel 
Multimedia is trying to walk the .same 
road with its epoch-spanning life simu- 
lation, EvOLimON. Unfortunately, this 
is one animal who.se mutations doom it 
to extinction. 

SIMEVOLUTION 

At first glance, this game feels a little 
like SimI.,ife and SimEmvi'I i. Mowever, 
this real-time title has a level of eompe- 
tilion missing in tho.sc two games. 

Unlike its ancestors, Evoi-tmoN pits 
gamers against each other to sec whose 
clade (the species hicrarchv) will surx’ive 
through the ages to achieve intelligence, 
'lire most important control )'ou have in 
the game is the manipulation of feeding 
habits and evolutionary instincts. \Vliile 
SimLiri allowed you to select and cre- 
ate animals, gene by gene, in Evoi ,i i- 
'ilON )ou guide prchistorically accurate 
creatures from preland existence to 
.sentience. 

'fliis task is especially difficult 
because you not only have to compete 
against your opponents animals for feed- 
ing grounds, but you also must deal with 
climatic aird tectonic changes that occur 
in the game world. Besides this, random 
disasters occasionally threaten to dri\ c 
species to extinction. 

'Hie complexity of this game lies in the 
c\ olution of creatures. As the species 
change, so do their feeding habits and 
their climatic preferences. Animals that 
once loved the desert w'inds might later 




seek refuge fiom them. At times, it is also 
necessarj' to evoKo [rredators (the onh' 
animals that can attack) to reduce the 
population of your (jp])onents eladc. It is 
this constant simple that keeps g-amers 
on tlieir toes. 

AGE OF ANIMAL HERDING 

As a teaching tool, E\'C)l.irnON is 
close to S!Ml,in''„ even if it doesn’t have 
the added complc'xit)' of genetic experi- 
mentation. Howc\ er, as a game, 
EvOLirnoN feels like it should be called 
“Age of Animal I lcrding.’"l'hemajorih' 
of your time is spent moving animals 
from one location to the next w hile tr)ing 
to keep them from extinction (unless 
thej'Ve too outdated to survive). Gamers 
get points for evolving new spceic,s, and 
once one pla)er has e\oK'ed a particular 
species, the other plav’crs can’t c\ol\'e 
into it. 'Hie dree of Life (a massive displav 
of all the ev olution paths in the game) 
shows ) on which species to evolve, but 
the pathvvajs arc so complex that its hard 
to tell where each evolutiouarylinegoe.s. 
In addition, the sheer number of species 


makes the game daunting for an)one 
except the amateur paleontologist. 

Wliat Evoi.trrioN needs mo.st is an 
injection of fun. Sure, herding an 
Omitho.suchus next to a Lystrosaums to 
make room for the Zalambdalestes and 
Rliamphorhynchus is cool, but it gets 
tiresome after a while. Tlie evolutionar)’ 
strategy that the game requires just isn’t 
exciting enough. Unless you find pale- 
ontology and zoology fascinating, you’ll 
probabl)’ agree that EvOLLTiON is for 
the birds. % 


^APKAL: Would-be biologists and 
paieontologists tired of reading about 
the subject. 

^PROS: Lots to learn; a true feel 
for the complexities of evolution, 
without a iot of biology lessons; 
multiplayer play. 

^CONS: Not mu 
game control; it 
can be tedious 
work moving 
animals; little 
strategic fun. 




Price: S44 

System Requirements: 

Pentium 6D, Windows 95, 
16MB RAM, 10MB hard- 
drive space, 2x CD-ROM 
drive, SVGA graphics 
(8-bit color), Windows- 
compatible sound card. 
3D Support: None. 
Multiplayer Support: 
Modem (2 players), 
Internet, LAN (2-6 play- 
ers); 1 CD per player. 
Developer: Crossover 
Technologies 
Publisher: Discovery 
Channel Multimedia 
Bethesda, MD 
(301) 986-1999 
evolution.discovery.com 
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WOULD THE WORLD’S 
LARGEST ARCADE GAME 
COMPANY SETTLE FOR 
SECOND RATE 3D GRAPHICS? 


1-800-393-7730 ■ www.real3d.com 

GO TO #195 @ www.computergaming.com/infoljnk 


Sega has been pumping out killer arcade games 
for years. In fact, they’re far and away the world 
leader. And when it comes to 3D graphics, Sega 
partners with Real 3D to deliver the goods. Our 
image quality and real-time performance make 
for the world’s best arcade games. Can you 
expect PC graphics performance to approach 
arcade-like quality? Actually, yes. And you’ll see 
it sooner than you think. 


HOHTY PYTHON'S THE MEANING OF LIFE • REVIEW A A 


Life Stinks 

Search in the Gutters for the Meaning of Life 

by Charles Ardai 


living s|)cnl iny youth with 
one foot in tlic science- 
fiction fan coinniiinilyand 
ihe other in the world of 
Inleniel geeks, I’ve had 
plenty of exposure to 
A li>nty G}lhoii Both coni- 
inunilies have made a 
fetish out of reciting 
Pj-’Z/wo sketches from 
meniory. Walk down a corridor at a con- 
vention and you’re sure to 
hear earnest j’oung men 
helling oul sketclies from 
Monty l^ihnn’s I'lying 
Circiisor bits from Monty 
F\lhon unci the Hoh ■ Croil. 

Wliat v'ou’ll rarelv hear, 
though, arc bits from Montv 
P\ihon 's 'Ihe A leaning of 
Life. llic reason is simple; 

'Ihis film, released in I983 to 
a decidedly mixed reaction 
from fans and critics alike, 
was only sporadically funny 
and more than sporadically 
stomach-turning. But in 
searching for new material 
to adapt, 7lh 1 evcl — w-hieh 
has already made games out 
0 ^ Flying Circus and I loly 
Grail— was bouiKi to find Ihc Meaning 
of Life. 

PUniNG THE "MEAN" 

IN MEANING 

\\1ial ever)'one remembers from the 
film is the scene in which the worlds fat- 
test man vomits all over and then 
explodes, spewing his innards in all 
directions. UnfortunaleK; this scene is 
not atypical — the live liver transplant 
.scene is jirst one other example of the 
movie’s grossness. 

Both scenes appear in 7th Level’s 
game ada|jtation of Ihe A leaning of 
Life, and one’s transformation from 
viewer to partici[Dant docs not im[3rovc 
them. Quite tire opposite, in fact; N'ow 
you’re the one feeding the vomiting glut- 


ton till lie explodes and carving on the 
torso of an unwilling “volunteer” until his 
blood covers your computer screen. I 
have a strong stomach and a liberal 
sense of humor, but this was too much 
even forme. 

One is cxpecterl to use the mouse to 
follow a zigza^ing surgical line with the 
sharp implement of ones choosing 
(scalj)cl, sickle, hatchet, drill, etc.) w'hilc 
the "patient” screams in agony. I am not 


ashamed to say that my hand shook, 
forcing me to replay the sequence more 
than 20 times. I don’t want to meet the 
man vvliosc hand remained steady 
enough to complete this gruesome ta.sk 
on the first try. 

Tlie fat-man scene has a different 
problem; Even ignoring the fact that pro- 
jectile vomiting is an unpleasant thing to 
watch, the only game clement inserted 
into the scene is the sorriest of grade- 
school puzzles. Waiter john Cleese bal- 
ances a mountain of serving platters in 
one hand, eacli marked with a triangle, 
sc]uare, rectangle, or circle. Tlie gamer’s 
job is to remove platters one at a time 
without destroying the balance. (It takes 
all of a minute to figure out that triangle 
[ilatters are the lightest, squares weigh 


twice as much, circles three times, and 
rectangles four limes. Once you know 
that, the puzzle is trivial.) 

'Ihe first halfofthc game consists 
almo,st entirely of puzzles like this, inter- 
mingled with unbearable .scenes in 
which yon hav'c to click first on one actor 
and then another to gel them to ])crform 
their lines from ihe movie. Uaig stretch- 
es of dialogue not only gel recited but get 
relocated, over and over again. 'Iherc arc 
some funny bits, such as a 
deacl-on parody ofYon 
Don’’)- Know Jack, but 

cv'cn these wear thin when 
you have to sit through 
them a third or fourth time. 

In the second half, the 
game takes a very odd turn, 
exchanging the world and 
storyline of the movie for a 
largely unreiated, surreal 
fantasy world. I lere one 
finds fewer tiresome dia- 
logue bits, more interesting 
pu/ylcs, and satire that is 
edgy and controversial 
without being repulsive. 

Wiry was the good stuff 
saved for the second CD? 

I /ord only knows, but that’s 
where it is, and there’s no way' to gel to it 
without going through the drcck. Alas, 
unlike with the v'idco of 'IheMcaningof 
Life, there’s no fast-forw'artl. % 


^APPEAL: Passionate Python fans 
and lovers of the surreal. 

^PROS: The second half of the 
game Is inventive; the instruction 
manual is hilarious. 

The first half is a sluggish, 
revolting slog through familiar 
scenes and 
depressingly 
minor game 
sequences; 
both halves of 
the game are 
confusing and 
repetitive. 






Price: $29.95 
System Requirements: 
Pentium 100, Windovi^ 
95. 16MB RAM. SVGA 
graphics. 4x CD-ROM, 
Windows-compatible 
soundcard. 

3D Support: None. 
Multiplayer Support: 
None. 

Developer: 7th Level 
Publisher; Panasonic 
Interactive Media 
(888) 763-4433 

www.pimcom.com 

www.pythonline.com 

www.7thlevel.com 
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A A REVIEW • STAR TREK: THE CAME SHOW 



You Don’t Know Trek 


by Charles Ardai 

S larTrek: The CtAME Show 
(ST;TGS) is an aUempl to cash 
in on botli You Don''!' Know 
Jack aiid the ob\’ioiis cachet of 
liie Star Trek name. I ,ikc JACK, 
S’iiTGS is a take-off on television game 
sliow's, coni|)lete w'itli a self-absorbed 
host 0ohn de Lancic as The Next 
Ccj)eraf/oji's‘'Q’' ), several rounds of 
trivia questions, and (ST:TGS’s only 
original contribution) a pretty female 
“Q” as co-host. SliTGS is crammed 
with stills and sound effecLs from all the 
Star TreA'TS^ series and movies. 'I he 
result is a sure-fire hit, no? No. 

Wliat nrakes J.ACK so popular is how 
funny the host and the questions are. 

I Icre, the host is just boorisii. John de 
Lancic tries his best to infuse life into a 
neither entertaining nor witty .script. 

'I'hc questions are e\'cn rsorsc: 
Instead of asking funny things about 
Star Trek or e\'en asking straight 



■ OBSCURE ALIENS No, we don't know 
who this guy is, either— all the more 
reason to avoid this game. 


questions in a funny wa_v, the game 
takes the dullest possible approach to 
the most uninteresting questions imag- 
inable. lb make matters more painful, 
the answer options arc read out loud in 
a .slow monotone. Guess wTong and all 
\'ou gel is a generic barb from Q and a 
robotic reading of the correct answer. 

In addition, ST:TGS suffers from 
poor interface design. Wdiereas in J.ACK, 
players use a letter key to buzz in, but 


use a nunibcrkcy to .select an answer, 
here airswcrs arc labeled with letters. 
Tills not only means that the buttons for 
the fi\ e choices are not next to each 
other on the keyboard, but also that a 
plai er might have to move his oppo- 
nent’s finger off his birz/.-in button to 
answer. 

In the end, SlYI'CShiK lots of S/ar 
Tre/v pictures. Tiat’s the best that can be 
said for it. % 


^APPEAL: Only for those obsessed 
with owning every Star Ttek prop. 
fPROS: Star Jtek sound effects, 
music, and photos; John de Lancie 
as “Q.” 

►CONS: Even 
Trek fans will be 
bored and 
annoyed by Q's 
unfunny 
badgering. 




Price: $39.95 
Requirements: 
Pentium 90, 
Windows 95, 4X CD- 
ROM, 16MB RAM, 
SVGA Graphics 
3D Support: None. 
Multiplayer 
Support: Hotseat 
(2-3 players) 
Publisher: Sound 
Source Interactive 
(800) 877-4778 
www.soundsoufce 
interacttve.com 


T. u 20-miiuire Links'" break and challenge Davis Love 111 to 18 
holes on St. Andrew’s Old Course. 

Over 25 (mitihihle Championship Courses., including: 

• St. Andrews Old Course — Coming Soon! 

• Congressional Country Club — 








Crntparmn 


linkslLS 

Championship Courses 


Real Life 


old Co 


urse^ 


i'or into call 1-800-800-4880. or sec ns on the web at www.Acccss.Sof tware.com. Anil .ulil some color to your life! 

GOTO #082 @ www.computergatning.com/infolink 


mACCESS 


Your Source for Ruthless Strategies, Tips, Cheats, and Hacks 


Wing Commander 
Prophecy 

An Academy Refresher Course for the Latest Wing Commander 

by Thierry Nguyen 


lie Nc|Dhiliin (or Kn’Ilirack if you speak tlie Kilrallii 
tongue) can be quite an intimidating foe. ,-\fter all, the)’ 
inanagccl to destroy a Kilrathi fleet, create their own 
stargates, and just plain look really Irightening. OnK' the 
rVMrai'stands between them and the Confederalion, 
and it’s our duty to fight them off. But ha\’e no fear, our 
.strategy guide will have you pounding the Nephilim 
menace into pulp in no timc.No rookie should fl\’ \sith- 
ont reading these tip,s, and even some \eterans might 
want to use it as a reference guide. 

Missiles 101 

Wdiile dogfighting still boils down to w ho can maneiwer and aim 
the best, missiles can make or break a .successful kill, if tlicsTC used 
correctly. PltOli ll-xn’ retains some time-tested fa\ orite missiles from 
the earlier games, wliile adding new' toys for you to |>la)' w'itli. 

Dumbfires: 'I here isn’t much use 
for these. They’re truly useful only 
w'hen sou ’re tailing an Alien craft that 
you know will remain in a straight 
line. If you’re good enough, )x>ii can 
try to put in enough lead in case the 
target changes direction. 

Rocket Pods: Tl'ie.se are similar 
to the Dumbfires, but arc slightly 
more useful by virtue of their quanti- 
ty. You usually get 36 of these, and 
they provide decent backup firepow- 
er. Use them as a finishing touch for 
some of the tougher fighter craft or 
when )’ou make strafing mns against 
'Tritons and Barracudas. 

Heat-Seekers: Tliis is your 
.standard missile on early missions. 


when you’re a Diainondback. It actually deals more damage than 
the others, but is balanced b\’ the fact that it’s strictly rear-aspect. It’s 
better to save these for Manta.s and above, rather than wasting 
them against iVlorays. 

Image-Recognition: '^Ihis missile is your arsenal’s true back- 
bone, as almost ever)' ship carries four lo six of them (the Vam[)irc 
packs e\’en more). Bas e these until \’ou get relalis'el)' close to )'Our 
target, since the Aliens (especially the Devil IW) are .smart enough 
to use their dccoN'S at the right time. Liter, )’Ou’ll gel a long-range 
version that lets you lock on from 17 klicks away. 

Friend-Or-Foe: The Friend-or-Foc serves as more of a defensive 
tool. You can't designate a target for it, but you can try' to point it 
toward y our intended \'ictim. Try using it when you’re being chased: 
It always goes after the nearest enemy craft, w hich will (logically) be 
your pursuer, 'fliis is useful if you’re flying a strike or bomber ship 
and you’re being harassed by fighters. 


Advanced Taefles 500 

B elow are a few tips to help you get through some of the missions, since they can be 
a bit hairy. In order to prevent spoilers, each mission is referred to by system and 
number, so just look for the ones you need. 

T'tan Melh 41B.3 

I t doesn’t ^ctuallv matter whether you win or lose the mission, the outcome fs the same. 

.Since Sbietto ifinds'the. jariping-.deiric^.there’s no need to worry about it. 6^ if you want 
to'.find it for.yoiirseif, the strategy is simple: Leave - ' ~ ' ' ;-b.. • 

SWetto to feiid for, heisClf,'and find the iamming ; • Bi|p .... ^ ■ 

device vmileshetakes.care'Of Uie Aliens. When- . ' 

you aiTive in. the field fllled witli unknown devicesi ■ , v 

press Ctrl-T. to. deactivate smart targeting. Then ' . j 

selecf 'each device and afterbum to it in order to ^ 

Inspect it The location of the jamrhing device is - 

completely random: Sometime itlstte first thing ) I . • . 

you inspect; other times it’s the last. ■ • - I- *' 
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HARM: Use Ihese only 
against hirrcfs on capital sliips. 

One will usually ,sc\ ercly dani- 
age a Inrret. and you can then 
follow with another missile or a 
burst of the guns. 'Hie 1 
also becomes available in a 
longcr-range version, allowing 
you to demolish those turrets 
from a safer distance. 

Torpedoes; 'llicre are two 
kinds: light and heavy, 'I he 
light tnr))edoes can be used on 
almo.sl any pari of any capital 
ship, but you should rcscrv'c 
tlic heavy ones (since you gen- 
erally get only two) for the 
engine and the bridge of your 
primary target (usually the 
biggest .ship in the area). 

Tracker MiRV Missiles: 

'Ihls is basically four Friend-or- 
I'bes tied together, lure this sin- 
gle niLssile into a cluster of cnc- 
mias. /\fter about 5 klicks, it 
w ill separate into four mi.ssiics, each of which 
seeks targets oti its own, It’s a good \s a\’ to 
damage multiple enemies at once. 

Swarmers: I'bund only on the Wasp. 
Swanners fire multiple missiles at one target. 
Save them for the big opponenl.s, such as 
Skates and Devil Ihws, since they will con- 
verge on the target and be unaffected by nor- 
mal countenneasures. 


Porcupine Mines: Ihis is 

a defensis c tool for bombers 
and strike craft; release one or 
two when \ ou're being chased. 

Tactics 205 

Pli.< )l’l IKCV returns to the 
WiNC CoMNLWtTiut II style of 
gamepiay, .so there aren't that 



T'Laii Melh 417.4 , 

O ewilRajfe are lkekey.tothfe missioo: Flown' hv Ace ' J#' '' ' v 
pliot^ they^ are Uie.ships lhat go put and capture- F ; ; # tSI. ^ 

humans' (locludipg Bjplr).. A Minute or so aftB^.ybu enter f 1 

th'e'.areawhere-the lost pilot is; a Devil Ray .|ufH-shovir up. I 

, Kill it as soon.A? possible or cause enough damage to.,; ; . jlii 
. drive It away. Once it’s. goB^ clear 'the^area of 'other:'! '. j.; 
shipsand (et the SAR pick up thp lost pilot. , , . , ■ • . • 


rtan Metli 423.8 

A gain, this fS a matter of. fighting enemiea id the right oi^ei: Hit th> Mantasr fr^and •: 

fast; then move.bnto. the Mqrays and the other craft.. This is the^fi^t tirnd the. ; - 
iatiiprey makes an appe^e^ butdon’tworry-ahotit'lt Tiy ’to.^eWfl^'far'fa^^^^ 'y i 
. .biit if.they.staiffa fire on the Spahawk, fire 4 few shots to ha^ tfiero.sat^at Viey ' ' 

focus en yoifinsteatf.- . - • ‘ . ' . • • . '*: . | 


HPissitli 640,8 

Y bur Biggest threait comes 
Iroin 1h,e Mantas and . 

; . Mo^ys.pesterihB you; and - 
Ifrom that Barracuda circling 
. nearb^vTry'U) shake offthe 
fightejs’or palf-for.help, and ' 
••.use some, wellrainied and. /' 
weiFfimed jtlasnia Bursts to ' ' 

; -fake down the .Barracuda, v .' 

• Once it’s.gon^'try'fo.llnk • 
yoW way. tb'the.ltitoh,) the , 
targeVfor your disk; Jls.sbiui 
' as:y 9 u lpck qn-and fire the . 

disK,-iaimedfateW.tMtn hack ■ 
. toihe'Af/(/we^..aHd afterbprn ' 
’ to It, so that'ybii-doh’t get 
. caught .fn the plasma blast.' .; 


ccw 
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niiinv missions tlnit provide IniK' iiniciue 
chiillciiges. Instead, missions follow a 
basic stnicfure within wiiich some gener- 
al tactics can often lead to victors'. We’ll 
give _vou the basic templates to follow for 
many missions and then go into lips for 
some of the trickier missions. 

livery mission has a basic sequence for 
figliting the Alien ships; Fight Manta.s 
first and then everyone else. No matter 
wliat kind of mi.s.sion j'ou’re on, tlie 
i\ lantas arc the most dangerous target. 
'Ihcy are the ones carrying torpedoes 
(the red ones in particular) or they are the 
ships that have been ordered to attack 
whatever vou're escorting or protecting. 
Skates and Combined Stingrav’s (when 
three smaller Stingrays 
become one) are also pow- 
erful enough to attack the 
A//c/uaror other capital 
craft. ’lake care of them and 
then [>rocccd to destroy all 
other types at vour leisure. 

Save the l^ivs for last, how- 
ever, since thev separate 
into approximateh' eight 
annnving Remoras upon 
destniction. 

\\'1x;n )(>u're attacking 
capital ships as a fighter 
escort, vuu only need to 
make an occasional strafing 
mn agaiast the turrets. 'Hie 
A //{firm 'sends enough 
bombers w ith vou that thev 
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can usually take 
care of the ship by 
themselves. Abu 
should concern 
yourself instead 
with fighter craft. 
As a bomber; j'ou 
need to target 
three compo- 
nents: the shield 
emitters, the 
bridge, and the 
engine. Nlake 
strafing nins 
against the shield 
emitters, and then 
loqredo the bridge and tlic engine. Abu 
might want to take out the engine \ oursclf 
and delegate the destniction of the bridge 
to ) our wingmen. Since every ship has a 
blind s|}ot right behind tlie engine, )'Ou 
can fl\' right up to it and pum[) two heavy 
toqicdocs into it without much trouble, 
FinalK', be sure )'ou'rc at v our best dur- 
ing those missions involving the Michwy. 
Damage to the A f/c/war carries ov er to 
,sub.sec|uent mis.sions. If tiic ship gets 
severeiv' banged up early on, it could die 
quite ca.silv' in later missions (such as 
'Tlolding the Line "). Should that hap- 
pen, vou’l! have to replav' the earlier 
A/Zc/wai'missions to make sure your ship 
doesn’t get too damaged. % 


DEVILISH DESTRUCTION Fly in the Simulator and see how well you'd do In 
your very own Devil Ray, complete with Alien guns and exellent maneuverability. 


itii^ Ppwet' of Sivaf ■ 

difflbulty- tQ- 

,■ “Rookie, yoiflyo,'eyon checked. 

■r that ;“invMiliei'^ifity”'bbx ht*th'e') •* 
Qdti'ons;TnenH.,But,j(Ou*fe.^llt getting *"• (' . 
wpiked-.iiy^f.by .Mantas -and DeviLpaysv Or - 
'ntayhe yduiflnWhed the ga^ but you feel.. ' 
Ijikd 'beiiig a demigod for youfr next go-;’. 
bfouhdj'WHafeoe/ thb ease, hoiw. is. the tithe 
to. dheat; , ■]'.}' ‘ ' . • 

Toaptiyate'th'ese cedes;'jubt type them ’ .• 
in; they .should take'eftebt immediately. If’ 
ydu’re, worrit about activating; Mffei'enf ' 
ship functions- v^ile'typing-lt'hem in, Just ' 
hold down the Shift'key jvhile yoM type< . 

goodtiarget: This code’turris your target- 
iiig system'into th'aLof-a.turret. Now every' ' 
eifeii^ target'and missile is ea.si|y marked ■ r 


moretirnes: Enables the “radio,.” which - 
allows you to select individual Cbbatt 61) -or - * 
Orchestral ^tracks during .spaceflight. 

alsvifahtsmorieshipS: type this code at the 
simulator mission setebfipn screen -and 
you^lf be allowed to fly. Kijfathi' and. Allen . 
^aft in -the Simulator. Press Z to switch . 
between the.liet of CbnfOd Craft and Other ■ 
Craft. See'for yourself .fiow much ftjn.ft is to 
fly the 'Devfl .Ray: ' • 

dyn'ornite: This.is’tbe.4raditfbnaf*WtkQ . . 
Cotvifl/iANDER cheat, which activates a host of 
nevyoptions,’.outlined 'below: 

Ctrf-I: ^ggles-lnvulnerabjiity ; • > 

Ctri-Kt'Makes your ship self-ddstruct (may 
!- A not’worlcali the time)i 

CtrFC: Toggies-obni- , 
;■! - sfon detection (simiihr- 
T " T;/-;] . to invurnerability,. since 

every object ;Will'move 
^1^. through you instead of 
Hgi hitting you). 

» .Ctll.FIZi.Ttie infa- 
V mous Finger of God, 

1’ 'whiQh vviN either 
1 reduce a target’s 
shields' or destroy' if ; 

5® outright. When you lar* 

^ -get a capital ship, jft 

,wiH destroy the high* 
*2^*'"*' lighted system'; Kills . 

■ with the 'Finger of God' 

well you'd do in ■ •' 

ellent maneuverability. ■ •..eblt on the killbaaiil. 



-ATTENTION 

— plavers of—- — 

cpnjzATioyn 

IMAGINARY HO^ES 
TORCHING yoiir VILLAGE 

JUST TURNED INTO 

REAL PEOPLE 


ITIZENS, BATTEN 

THY hatc;hes and 

3VIUSTER THY WITS. 
The new Ultimate Ciyiltzation IT brings 
you face to face with the most volatile 
opponents ever: real flesh-aiid-bloort 
humans just like you. The loi'^-awaited 
multiplayer edition of C^tvilkation II 
;^‘ip lets you join a game in progress 
and take over for an AJ opi>onent. 
A negotiation module lets you sit 
down with other players to offer 

trades aaid make trebles. Or break them 
if you’re forced to. 

Because with real 
opponents, there’s 
no telling what 

course history 

will take. \\ 


Ultimate CiviLrAAnoN II provides you 
with the best-selling global strategy 
game C^rviLr/AnoN n and the add-on 
scenario i^ack Cont-’LICTs in Ciyiltzation. 
Plus, the ability to go 
mano-a-mano with up to 
six other players via hot 
seat, moflem, LAN or the 
Internet. You’ll agree that 
Ultimate Civilization n 
turns an award-winning 
strategy game into an altogether new 
ex]ierience. Because if you thought Attila 
the Hun was nasty, wait ’til you meet 
Frank the Dry Cleaner. 

ULTIMATE 

f! 

lULTIPLAYEft 


OTizinox : ^ 

M-Ug}PD^ 


'la 

IiitrcMlttcSne the 
mttltiplayer eflSlioii 


www.microprose.com 
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40,000 

Taking Steps Toward a Final Liberation From the Orks 


by Samuel Baker II 


E ven though Warhammi-;r - 1(),()0n: 
Imnai. LlttKiiA'iiON is a scicncc- 
fictioii game, it does a good job of 
stressing combined arms. Making 
the most of all branches of \'Our mil- 
itary' is tire key to ultimate victor)’, 
espeeiall)’\vhen facing Ork hordes, 
Orks in WAltl l.\.\l\!KR live and die bj' speed 
and big guns, but even their best units, such 
asthc l,ifta Droppaorthe Kannon Spccdsta, 
have ihin armor— a weakness that can be 
exploited b)’ a craft)' general. 

Since the Orks are faster, let them bring 
the battle to you, but don’t be pas.sivc. Wlicn 
) ou are invading Ork-contro!led fcrrilor)’, 

)'ou ha\’e only one turn to be in position 
before much of the Ork horde is upon you. 
So, use all your movement points to advance 
that first turn as far as is practical toward 
your objectives. Afterward, creep forward 
and maintain good fields of fire. Remember, 
you can move any unit one square and still 
fire )'our full allotment of .shots that turn. 



► TOO DANGEROUS TO LIVE Whenever you see the enemy’s 
Lifta Droppa or Kannon Speedsta, kill them on sight— 
preferably with long-range artillery. 


Infantry units arc great for dealing with 
Ork bikers, and can double as cheap antiair- 
craft defense. Having a full company of two 
hcavy-wcapon and two regular-infantry pla- 
toons in )’our regiment will go far to keep 
lughta-Bommerz and Ork bikers off )our 
back. Deploy infantr\’ on the front line, and 
dig in if possible, Tlien [rlace hcas'y weapons 
just behind the infantry. That way your 
hcav)' weapons will start chewing up enemy 
bikers and infantry, softening them up for 
the infantry' to finish off When deploying 
troops, keep platoons together and don’t let 
the squads become separated. 

Sci-fi Tread-head Heaven 

A good mic of thumb for heavy weapons 
in W/\RH/V\iMr.R; 1 f its on treads, leave it 
alone unless you ha\'e a rear shot; if it’s on 
w'heels, fire at the flanks and rear, 'ibu should 
fire at an enemy tank's front anuor only' as a 
last resort, particularly if you have any other 
opportunity fire a\'ailable. I'ollowing are 
.some tips on which an nor to buy, and which 
to a\'oid: 

Leman Russ and Predator: Ihesearc 
the best of the regular tanks; you should 
shoot for two [)iatoon.s of these in your regi- 
ment. ’^Hic Lemans are harder to kill, but 
ha\ c fewer wca[)on.s aird arc slower. 
Predators are faster and bas e more tank- 
killing guiis. 'lank bolters arc nearly useless, 
so I don’t recommend them. 

Chimeras: 'Ihcse are worse than having 
no tanb at all. 'iheir guns will tempt you 
into using them and their lack of amior 
eirsures that ihev will die. Sell them, llie 
infantry' will do better on foot. 


ifl/ARHiAIVIMER Blow 

i igno^ infantry at irour p^if. ’ m 


T 




known in^ntry ^iusp^ciDus 


;dle from small ar^ns fire} But Inllantry l'' 
'can'suppr^ss yoii)"j^nk^and f6rc^ 

'.''‘I, 


of tile way morale . 


ca^ mililtiply,'ll^^ 

age you dQ.by,shpoting';^u|tiple'types 
pf targets, ^orexarfipl^.kiliing^pne tank 


'dhdsi 


C 


i^one‘ni|<^i^^^ner'ttian.kill^Tti4(r^\ 
tan^s of ^e spni^ |(ind.' this' forces 'Ji' 

, morale checks ori'tiie.tank platoon and^ 
the bike platopfii^iving^pu a qhahce to 
root more prks.v ' ■ ' '| ' ^ 

3 ('-When you have'to 

pan ohlectivp, use hounding nver^l 


Ipan objective, use houndlt^g bver|k: 
vjratch tacl:|G^^ Ke|p half|of ^ouftlorc^ .. , 
'i^fjonarytind mi^ve'thel^ersloAly [ 
^half of theirmovCmenti The following 
tprD.^b^^MP the hioops th8t.stayed.A Yt 
put dunngrhie prdvlous ^rn. Repeat 'la- 


this Wce^ imtii^you have reached 


. yoiir'>o,hiective.'*‘l^s>ensUreB'lh4t'^re^ . 
quarters of your, potential shots are, .V 

■ v. ■ ' 


Hitruding OrksS t 
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ShadOWSWOrd: You need Su[)crlicavics 
to hold ground, and this is the best of llie 
bunch. It has the longest range of an\' tank- 
killing gun not mounted on a Titan: two shots 
each with the Volcano Cannon and Uas- 
cannon. Place your Shadowsword on a hill 
with clear lanes of fire and nothing w ill move 
without your pennission. 'llie other super- 
heavies. such as the Le\ iathan. arc still good 
choices, but they don't offer the tank-killing 
ability (hat the Shadow.s\\ord docs. Regardless 
of which Superheavie,s you choo.se, keep just 
two in your regiment. /\ny more arc a handi- 
cap due to their slow speed and large size. 

Titsns: Titans arc the kings of battle. Even 
the "small” Warhounds are fonnidable. and 


Warlords arc virtualK- impos,sible to kill. As 
soon as vou can afford it, get a ])latoon of 
Warhounds. ’nie\Te nearly as cheap as the 
Superheavies, but they take more hit.s, and 
their Plasma Cannons arc excellent for taking 
out enemy tanks. 


Death From Above 

Thunderhawks: As soon as you can 
afford it. buy a 'Iliunderhawk. Put the 
numdcrbats kal elevation level 15 and station 
it about fi\'c squares behind your front lines. 
You will be able to see virtually all the Ork 
units. '11 le onlv e.xceptions arc any Orks 
immediately next to tall buildings. 

I hunderhawks can take out any Ork \ chi- 
de with their rockets, but try to stay at maxi- 
mum range or you ma\' lose one to ground 
fire. Antiaircraft opportunity fire almost 
always happens on your return flight, so find 
isolated targets that you know sou can kill, or 
fly into range of just one target. After you’v'e 
dropped \ our load, hightail it back behind 
friendly troo])s. 

Land Speaders: Tliese arc irsefu! only as 
.spotters. Their weapons have too .short a 
range, and you will just get tiiem killed trying 
to get a return on your investment, 

Marauders: 'Ihough Marauders are fun, 
avoid them, as they're more fragile than 
'lliunderhawks and aren’t effec(i\e as spotters. 

Finally, a fun 
trick lo puli with 
a flying unit is 
to fly over to an 
ahandoned 
objective and 
land. If \our 
flier surs'ivcs til! 
tile next turn, 
the objective is 
yours and you 
can flv off on 
other errands. If 
nothing else, 
the Oiks will 
scurry over lo 
take it l)ack, 
perhaps expos- 
ing ihein lo 
sour oppor- 
tunitv fire. % 


4 ' When your regimeHts.have grovyn . 
■to arbund i;60b pointe, consider 
^"-adding one piatobii'of.Deathstiike 
stle launches. Yes, the^shoot only {■. 

.. oncp, making them relatiyply expensive, 


but their Warp mfbili^^fmore.i/aid 
.1 ! ‘ ■ 
shiejlds! One hit virill severely wound i 


tiand twotbite'WiP-tum your—1- 
' anemy intd moltep slag. Make sure you 
^ut yopr p^athstiikes where they c 


ethe whole 


b^caiise, 


.unli|(e normal ai^flery, they are direct^ 

. fire Weapons*. . ' . 

5 > Whirlwinds are best at killing 
■large conbentratibps of infantry 
■ artptbfKersjrAtidrtp'rah'ge |heiit,ifflsSlb 
^pattern sprea^To a^abk'two I, > 
squares ptknce.ljj' ‘ t 

6 i)V Thud gunsfare goibd . for close , 
'■support of tjpfantiy,!but their , 
limited 2!B-sbuarevrange and p'oor- 

' '‘v 'f . v'"' ' ! ' I ^ ^ ' • 

armor penetrattop ma 
''W-,i^se them onl^if youTe addicted th' 

7 ^ Thui^erhat(vks are the b«t troop 
. ^.tl;a^nsports^ w.i^RhmqsJ]ein 
- cio^ second' because of-their high ^ 

' ^p^lliW. and decent arm'm^ W 


la.iiabili- 


9 . 


'■the open. Almost any Or^'cannoh . 
^cat)'ea_sily.)p.enctrate their thin^rmor. ' 

9 i: "While a Leviathan is better ttianla 
iiChInjera, !t!s shll^^D'slovy for ' T 
v,JnpfiiIeflg^tingi'ul^,;^h 
'durability ,^^hd weWonsTb yoprjadvan-, 
tagd by^ positioning it on^.p hill, j \ 

QpmUards haveayef^ppbtl ' 

I jUachance'bf kiliipg anyttilng tfjie- 
qrl(^,hayB:jif;ypu|a^vDeat^ 
sile launchbrs; Bombards do a pice Job 
of using up a Gargant’s Poid shields. ' 



Where in the werld 
is Leng Beach, CA? 

For five days this May, it's the center of the 
game deveiopment universe. 


Join us this spring as thousands of hotshot programmers, designers, producers, artists, 
sound engineers, and marketers transform this sleepy SoCal town into a think tank for 
next-generation games. Reserve your seat now for the Computer Game Developers' 
Conference, the one place where the whole game industry comes together. It's all there — 
over 200 in-depth classes covering the powerful technologies, proven business strategies, 
and habit-forming content concepts that separate the bestsellers from the remainders. Not 
to mention more game development professionals than you've ever seen in one place in 
your life. If you're serious about the games you make. ..where else would you want to be? 

(Hey, at least it's not Atlanta!) 


WhePB GaillBS Register Today for UieCGDC 

aPBBBPn MAY 4-8, 1898 

COM PUT^R '■''"e Beach CA, Convention Center 

GiiME Call 888-234-8476 OP 415-905-2388 

DEVELOPERS ' Go To WtlllW.cgilC.COin 

CCpNFERENCE™ E-mail cgdc@nifi.coin 
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Uprising 

General Strategies to Take Down the Imperium 




► PURCHASING POWER Buying defense upgrades should be one of 
your first priorities. 


by Robert Coffey 

I t’s tough running a rebellion. Yon not only have to he a 
fighting machine, but you also have to be the brains of 
the operation, Altlioiigh tough, bruLsing action domi- 
nates gameplay in Ui'itlsiNC;, theres a fair dose of .strat- 
egy involved as well. Unique situations dictate that you 
dcvi-sc plans on a planet-by-planet basis to conquer the 
Impcriums citadels. 1 lerc are some general ti]5s and 
strategics to help keep )’Ou alu'C long enough to do iust ihal. 


Safe at Home 

Without your owii citadels and the power and troo|)s they 
supply, you’re going to be dead meat. Protecting your citadels 
is critical to success. Upgrades for your turrets and SA^'ls are 
among the \ ery first things you should purchase. Ifarly in the 
game, a pair of turrets and one SAM pro\'ide a sturdy defense; 
however, later in the campaign, when air attacks grow more 
deva.slating. you may want to add an extra SAM at the 
ex]ocnse of the second turret. And even though you can do it, don’t 
just jump into the citadel and start shooting. You’re much more effcc- 
ti\-e and s’aluable in jour Wraith; beside.s, the citadel does fine b\’ itself 

/Vs you move through the planetar)' s^'stem.s, \ ou'll find that your 
first citadel \sill start to face earlier and more frequent onslaughts. 
Wien you start a mis.sion, drop in your production fadlitie.s, then wait 
for the inevitable attack. WIicii the enemy strikes, place your dcfeiuscs 
to maximize your effectivene,ss against this initial siege— you can 
alwa)7i .sell the defensive machinery later, Tiiese early attacks can 


easily make or break a mission, since a prolonged fight in which you’re 
forced to purchase .several citadels can eat up critical resources early. 

If )'ou’\’e got the mone\-, buy some extra /VWs and tanks before you 
land on a planet. Deploy these gu)-s to quickl)' thwart the early attack. 

'Hirrets and SAMs are great, but j'ou’ll need some help to keep your 
citadel safe enough to let you explore the ])lanct and fulfill j'our mis- 
sion objectives, Ix^avinga few units at abase for protection is a good 
idea, 'lanks arc pretty handy, though they are most effective against 
ground forces. If the Imperium is throwing bombers at )OU, leave a 
few /VWs to hold down the fort. Use mines to clog cnem)' attack 
routes with .some explosive death. Deeper into the game, the size of 
enemy forces grows, so you'll want to mine close to your citadels as 
well. F,ven these defenses will will when they are faced with a full- 
scale invasion, but they’ll buy you enough lime to retunr home with 
your Wraith for some heavy-duty clobbering. 

Restless Natives 

One of t our first priorities in an\' mission should be wiping out 
natis'c forces. Scour the area around your initial citadel for an)' nati\'C 
production facilities. Tliese buildings have yellow markings as 
op|X)sed to the imperium’s red — leave the red ones alone until you 
absolutely have to confront them. Native buildings are vulnerable to 
Wraith attacks and go down more easih' than citadel-protected 
Imperium stnictures. 'Faking out natives will quell man)' of the pcsk)' 
attacks that normally plague your initial citadel. 

In addition to securing the area near)'Our bases, you’ll w-ant to wij)e 


How to rulo tho game market: 
close your office for a week. 


Five days at the CGDC will make your team a lean, mean 
game-creating machine. 


You've got to be clued in to compete — and no one knows it better than game develop- 
ment professionals. The Computer Game Developers' Conference gives your team the skills 
and strategies it takes to produce the hottest games on the market. Next-generation 
programming. Inspirational management. Stunning graphics and stirring audio. Brilliant 
marketing. Over 200 intense classes taught by the top minds in the business, covering 
everything from online gaming to 3D to innovative distribution tactics. Go ahead — close 
the office for a week. You'll come back smarter and more productive than ever before — 
and that lasts all year long. 

(Besides, Ihink what you'll save on overhead!) 
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out native support-forces around any 
Impcriiini citadels before your real assault. 
Nati\’e forces don’t regenerate, so it's good to 
get them out of the way earl)’. ’If)' not to ])o.si- 
tion yourself between tlic Impcrium and the 
natives you’re attacking: a stray laser could 
draw the attention of the Imperium’s com- 
bined forces. Likewise, use mole torpedoes or 
a combination of attention-drawing tanks and 
withering Wraith fire to take out the turrets 
protecting Imperium perimeters. If )'ou’re 
feeling lucky, and the terrain is coopcrali\’c, 
you can take out a heavy' turret with .skillful 
circlc-.strafing (a key tactic in all combat). 

Taking On the Man 

With nativ e forces and ]ierimctcr defenses 
taken care of, it’s time to go after 
those Imperium citadels. You 
should focus your initial 
attack on the citadel 
itself, since 


your enemies will i|uickly replace any produc- 
tion facilities you destroy; Besides, once tlx' 
citadel is down, tix ollx‘r buildings are that 
much easier to demolLsh. Ignore tlx temptation 
to use bombers on tlx citadel; tlx)'’re easily' shot 
down, even if you've taken out the SAiVls. 
instead, draw citadel fire w'ith your Wraith and 
send in infantry; Save the bomixrs to (]uickly 
eliminate production buildings after llx citadel 
goes down. If tlx Imperium drops a new citadel 
after y ou've destroyed tlx first one. forget every- 
thing else and bkist away at it. New citadels are 
incredibly vulnerable as long as you see that 
energy ribbon .swirling around them. If you 
ignore the citadel and let it power u]i fully, you'll 
basically have to start your attack all over again. 

Air cover is a mirst in any assault, and using a 
few of your tanks to tie up the enemy is a good 
move as well. Don’t bother shooting enemy' 
infantry unlc,ss y'ou must, and especially don’t 
w'astc limited resources sucli as missiles on 
them. Instead, just mn them over. With pnic- 
tice, you can Icam to steer your massive Wraith 
over those squishy little infantrymen while 
blasting guided mi.ssi!es at hn[5erium A-Ws. 

Once you can dro|3 your own citadel, do it. 
If you wait to moiD u|j residual forces, odds are 
the Imperium will drop its own citadel. Once 
the citadel is called you can place turrets and 
SAMs. Plunk them dowm right in the heat of 
the action (you can reposition them later) and 
call in reinforcements to eliminate any 
Imperium slra^lens. W^xn the action dies 
dowsi, repair your VNYaith and scout previously 
inaccessible terrain for .secreted nativ'c forces 
before moving on to the next massacre. 

Good luck and long live the Rebellion! 


W DEFENSIVE MANEUVERS Wait for the early enemy attacks before placing your turrets and SAMs 
I vwhere they can be most effechve. Throw in some air support for a well-defended base. 


Five Tips 
to Keep Yeu 
Aiive 

1 Don’t waste valuable space 
■ with extra pnwer plants. 

Keep one going at a time and 
mnnitnr It. When the power Is 
depleted, sell It and build a unit 
produces Build a new plant at 
another base, 

2 Always save your game 
■ before purchasing upgrades 
and additional support units. This 
prevents you from getting lacked 
into a strategy that might not suit] 
the planet you’ie about to attack. 

3 Don’t bother with KSATs 
■ (attack satellites). They’re 
costly, they require two power 
buildings at the expense of more 
valuable troop facilities, and 
they’re a waste against anything 
other than a citadel. The 
Imperium can use them since 
they can muster the necessary 
heavy troop support. If you can 
afford that kind of extra troop 
support, you don’t need the 
KSAIh. 

4 In later missions, target 
■ power plants after destroy- 
ing a citadel. This will keep the 
Imperium from launching a crip- 
pling KSAT strike against the 
fledgling citadel you’ll set up over 
its remains. 

5 Upgrade Mils and infantry 
■ early, then tanks, then 
bombers. You’ll want some guided 
missiles around the fourth or fifth 
mission. You’ll also want some 
building-destroying weapons as 
soon as you can afford them; 
save up for the devastating anti- 
matter disk. 
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G-Police 


Pay Attention to This Briefing or Suffer the Consequences 


by Scott A. May 

ny way you 
look at it, 
Ps)'gnosis' C- 
POLlCld sets 
new standards 
for sci-fi 
sliooters. 

From the 3D- 
enhanced 
graphics to 
the awesome firepower of 
your attack copter, G- 
PotJCR is filled with explo- 
si\'C action arid stunning c)’e 
cand)-. Unfortunatel); it can 
also gel rather difficult, as 
you pound your way through 
35 increasingly arduous lev- 
cls.’I he following tips (and 
cheat codes) will help guide 
you through a handful of key 
missions 

Mission 9: 
Runaway Train! 

Here is an excellent exam- 
ple of the games broad 
scope. For this mission \ ou 
must track a mnaway land 
train, disann its gun tuncts, 
remove its explosive cargo, 
and sto]T the loco before it 
plows into a dome wall, do 
succeed, you’ll need perfect 
timing, weapons finesse, and 
precise piloting skills. 

I'drst, fl)’ to your way|)()i!it 
and knock out all air and 
ground oppo.sition. Movering 
at ground level, wait for the 
train to a[>pear from the ncar- 
b\’ building. With infrared 
missiles locked on, take nut 




Mission 5: Save a Life, Lose a Friend 

I n the mission prior to this, your job was to clear the spaceport dome of gang fighters and 
suspicious ground vehicles before Argenta's shuttle arrived. If you were successful, then 
Argenta exited the shuttle and entered the presidential limousine. However, she’s not out of 
harm’s way yet 

Your first task in Mission 5 is to eliminate the initial wave of fighters that appear near the 
limousine. Wait for instructions, then move to ground level and proceed to the first roadblock, 
which is comprised of gun tun^ and parited cars. Take out the gun hirrets with your Matra 
rockets, then start blasting the parked cars with missiles in order to clear a path for the 
approaching llmo. Meanwhile, instruct your wingman, Tachikawa, to guard the limo against 
airborne fighters. 

Unfortunately, Tachikawa will be lost in the melee. Alas, this tragedy Is unavoidable, so keep 
a stiff upper lip and destroy the remaining fighters. Keep a close eye on the limo and follow it 
through the tunnel to the next dome. If you wander too far, the limo driver will try to kidnap 
Argenta. Be alert Two fighters will appear near foe tunnel enhance. Once you have dispatched 
them, zoom ahead to disable foe next roadblock. Again, concentrate your rocket fire on foe 
gun turrets, then clear the path of parked cars. As foe limo approaches Krakov headquarters, 
prepare for one last fighter assault. Once foe limo reaches foe building, foe mission ends. 


^ MYSTERY TRAIN Timing, piloting skills, and dead aim are critical in Mission 9, as you race to disarm and 
I destroy a runaway land train. 
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the gun liiiTcis mounted on the lop of everv 
second car. rierc's wliere most |)ilots muck up; 
Blast too wildly at the turrets and you’ll 
destroy the train, ending the niLssion in failure. 
So be accurate and fight with those bad bo>'S. 

Now comes the trickw jjart. You Iia\'c to fol- 
low' the train from abo\e, matching its speed 
while you scan the cars with the flashing 
lights to locate the bombs (there are three of 
them). Clrab a bomb, hightail it to the next 
w'aj'point, dis[}0sc of the bomb, zoom back to 
the train, and repeal this procedure for the 
next bomb. Between these minisorties, fight- 
ers w ill tr\’ to engage you — ignore them. 


Mission 30: 

Wreaking Havoc. 

One of the more intense and explo.sive 
mis.sions in the game, this one requires that 
\ou destroy the Nanosoft hendquarters. But 
»>Contiiiucd on pg 228 


Level Cedes 

H aving trouble fulfilling those 
primary obiectives to advance 
to the next level in G-Pouce? 
No sweat Simply type in one of the 
following level codes to jump immedi* 
ately to that stage of the gam& 

Note: Level codes are a one-time 
cheat only. Once a level code has 
been used, you will no longer be able 
to advance normally to the next 
level, regardless of how well you do. 
Guess you can use thmi just to take 
a look around. 


because time is mnning out. 

lf\’ouVc been stealth); you should return 
just in time to remove the final bomb. 

Unleasli your remaining rockets and missiles 
on the train, focu-sing on the engine, to destroy 
it before it reaches the dome. Then sit back 
and drysour palms, because it ain’t overset.. 


To jump to a 
specific level, 
enter one of the 
following codes 
from the game’s 
main menu 
screen. Codes 
should be typed 
In lowercase let- 
ters. Confirmation 
of your command 
will appear on 
the screen. You 
can then start a 
new game and 
begin at the 
selected level. 


Mission 14: Tripie Troubie 

T his mission tests your mottio on threo levols, as your team attempts to destroy a 
Krakov military complex. First, protect your ground lorces by flying ahead and 
eliminating all fighter threads with cannon fire and Firestreak missiles. You must 
clear the airspace or the ground team won't advanco. 

Next, accompany tho ground team into tho noxt dome. Take out the lighters that 
appear and then allerburn to the tunnel exit. Employ Slarbursi and Hyperveloclly mis- 
siles to blast the gunship before your troops arrive. Continue to the next dome, but dis- 
regard the Krakov transport vehicles for now— they're lust a ruse to disrupt your liming. 
Instead, zoom to the first waypoint to escort the awaiting bomber group. Soon, your 
ground tronps will tall under attack again. Quickly drop to ground level, engage the 
fighters, and target the heavily defended Krakov compound. Drop all five IDDOkg bombs 
and watch the lireworksi 


Level 

Code 

1 

madgav 

2 

dolman 

3 

sonagav 

4 

aceduf 

5 

jojogun 

6 

wenski 

7 

saeggy 

8 

masman 

9 

dazman 

10 

delucs 

11 

adnoooo 

12 

kimbehs 

13 

andymac 

14 

yennan 

15 

ollieb 

16 

theyolk 

17 

tonymash 

18 

andycrow 

19 

bionic 

20 

tsiator 

21 

iainthod 

22 

jonritz 

23 

ciairec 

24 

stevebot 

25 

angusf 

26 

euanlec 

27 

edfire 

28 

stubomb 

29 

thonboy 

30 

jimmac 

31 

pugger 

32 

rossco 

33 

cakeboy 

34 

niknak 

35 

saglord 
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JSF 

The Sky Is Falling: A Guide 
to Successful Bombing 

by Tom "KC" Basham 


bomb itself. \Vliile falling, the bomb moves in two c]ircction.s at 
once. I'irst, thanks to gravitv, tlie bomb moves clouo. ()b\ ioiisly, the 
higher the bomb is released, the longer it takes to hit (he ground. 
Second, (he bomb moves fonvard, with its velocity based on the 
speed of the launching aircraft. 'Ihe faster the aircraft was moving at 
the lime of release, the farther the bomb will move foivvard, before 
hitting the ground. We have, therefore, just defined the main para- 
meters for determining iron bomb range; the .speed and altitude of 
the launching aircraft. 

In fact, we’ve just estahlished a very key point: Nearly every factor 
that influences where a bomb lands is based on what the aircraft (that 
is, the pilot) was doing when the bomb was released. The bomb inher- 
its the aircraft’s momentum at the time of the release. A climbing air- 
craft can “toss” a bomb, while a turning aircraft w iir'sling” the bomb 
to the side. 'Ihis is your bight "attitude.” We sim jocks often say things 
!ikc‘'Thc bomb mis,sed its target,” somehow implying the bomb, not 
the pilot, was at fault. Wc might be able to blame a miss on a guided 
uea[}on (like an air-to-air missile), but when it comes to iron bombs 
we should be admitting,"! failed to properly aim the bomb.” 

Iron bombing begins by aiming the aircraft precisely at tlie target, 
then rdca,sing the weapon. Any changes in flight attitude or airspeed 
between aiming the aircraft and releasing the weajjon will usually 
cause the wea|5on to miss. If j'ou’re ha\'ing trouble hitting targets with 
iron bombs, its time to reexamine your delivery technique. 

A Walk in the Park 

I ots take .some specific examples from JSF. 'lliings become expo- 
nentially moie difficult when people start shooting back. Not surpris- 
ingly, the easiest aj^proach toward the target usually makes you an 
eas>' target for cneni}- air defenses. Since wc’rc starting with the basics 
and want to fly an easy a]2|5roach, we consequent!)- need to attack a 


bout 80 \-ears ago, someone got the idea to 
dro ]0 items from early biplanes in the hopes 
that the object would actually inflict .some 
damage on enemy forces w'hen it landed. 

I’ve often imagined the first “bomber” pilot 
flying along in his biplane and pitching an 
I cm]3t)' bottle out of the plane o\'er enem\’ 
territor)'. Watching it fall to the ground, he sees the 
“bomb” punch a hole in some farmers barn, smash 
.some pedestrian on the head, or shatter dramatically 
on some road. Tire proverbial light bulb illuminates; Man has invent- 
ed a new fonn of warfare 

Now, I don’t know if such insight rcalK' resulted from .something as 
mundane as pitching tra.sh from a moving vehicle (though stranger 
things have happened). Regardless of the source of the ins]3iration, 
dropping bombs from airborne vehicles ultimately revolutionized the 
face of war. Despite the proliferation of high-tech smart w eapons, 
unguided “iron bombs” still comprise a major part of any air force’s 
offensis'c punch. Combat pilots, even those flv’ing futuristic aircraft 
.such as the Joint Strike Fighter, must be well versed in the art <if dro]5- 
ping unguided bombs. Having a sudden avionics failure, happening 
upon an unexpected target, or sustaining battle damage ma)- force the 
pilot to iniprovise. 'I'here are few' impro\’isations more effective than 
dropping a 1,000-pound bomb on an enemy’s head! 


It's All in the Approach 

To become an effective iron bomber you need to understand a lit- 
tle about the physics of bomb trajectories. l,et’s first examine the 
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lightly defended target. Since many sims lack 
adequate training feahires, sometimes the eas- 
iest way to train for bombing is simply to 
attack your own airfield. It's close, it’s conve- 
nient, and if won't shoot back. 

As with most modem combat jets, ISI'' fea- 
tures a Continuously Calculated Impact 
Point (CCIP) mode on the 1 lead.s-Up Display 
(HUD), 'llic idea behind CCiP is simple: it 
shows where bombs released right now will 
land. Simph’ line up the plane with the target, 
keep it steady, wait for the CCIP marker (also 
known as the “death dot”) to drag across the 
target, and relea.se the weapon, The CCIP 
marker dynamically adjusts based on your 
flight attitude. We determined earlier that alti- 
tude, airspeed, and flight attitude affect the 
bombs impact point. Wth the CCIP marker 
on the 1 lUD, we can see e.vactly /lou-thcse 
attributes influence targeting. 

For practice, any simple mission will do, I 
chose the first mission of the Afghanistan cam- 
])aign sim[>i\' to minimize any interference b\’ 
enemy fighters. lx)acl your aircraft w itli 1,000 


pounds of CBU-32 bombs and take off. Once 
airborne, press the Backspace key to select the 
CBU-32. Climb to 3,000 fcct.'llie CCIP 
indicalor appears as a circle (indicaling the 
bomb impact point) connected to the center 
of the 1 lUD by a line. lxa\ c the throttle in 
afterburner and let the aircraft continue to 
accelerate. Notice how- the impact marker 
moves up the screen toward the center of the 
I lUD as the aircraft accelerates. 'Ibis indicates 
that, since the aircraft is mos ing faster, the 
bomb will be thrown farther ahead of the cur- 
rent position. Now, chop the throtlle and slow 
the aircraft. ’Hie CCIP marker moves down 
the screen, indicaling that the slower-moving 
bomb will not tras el as far fon\'ard before 
impacting the ground, \\1ien the CCIP circle 
begins lo disappear off the screen, take note of 
your airspeed. It’ll probably be somewhere 
anmnd 330 knots. 

Climb to 1.3,000 feet and repeat the exper- 
iment. Notice now that the CCIP marker 
disappears below the HUD at a much faster 
.speed, somewhere around 530 knots. 



► PULL UP Diving causes lha CCiP impact 
marker to move up the HUD. The big X 
warns you when it’s time to pull up. 


P ilots have a saying: A kill’s a kill. In other 
wbrds,~rTtlaesK’t’ matter what you did or 
how you did it, if you came hdnie'ani'’the 
other guy didn’t, you won. One of the strangest 
air-to-air kills of all time came 
during the 1991 
Gulf War. On 
February 14, 

1991 an F-15E 
belonging to the 
335th TFS/4th TFW 
spotted a hovering 
Iraqi helicopter. The 
crew released a 
2,000-pound laser-guided 
bomb, which hit and 
destroyed the helicopter, 
scoring the 40th air-to-air 
kill for Coalition forces. 


Recalling lbo.se trigonometry courses from 
high school, )'ou'll remember that at a higher 
altitude the terrain viewed through the HUD 
is considerably farther awav. 'Ihcrefore, the 
bombs must tra\'d at a higher speed in order 
lo cover the greater distance to that point 
before impacting the ground. At verv high 
altitude, \'Ou may not be able to flv fast 
enough for the CCIP marker to appear on 
the 1 lUD; what do you do then? Push the 
aircraft into a dive. As you lower the nose, 
the CCiP marker will reappear. 

Anned with this basie information, vou're 
ready to start dropping bombs. You now know 
how to manipulate the CCIP marker with 
your airspeed and altitude. From this point it’s 
all a matter of practice, practice, and more 
practice. Then, when you think you’re ready 
for combat, go back aiid practice .some more. 
Dropping iron bombs may not seem as glori- 
ous as air-to-air duds against enemy pilots, 
but successful bombing attacks require an 
incredible amount of skill and precision fly- 
ing. In the age of“mul(irolc” and “strike” fight- 
ers, combat pilots ab.sokiteh’ must de\’dop 
their bombing skills, % 
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Red Baron II 

A Survival Guide for the Would-be Ace 


by Robin G. Kim 


I veryVVWl flighl-sim fan dreams ofsnr|)assiiigtlic infamous 
Manfred von Kichthofen’s final score of 80 confimied victo- 
ries. But however difficult it may he to rack up such a string of 
' kills, tlicrcs a more basic hurdle to overcome in IltiD B.\RON 
Us long and arduous campaigns that can be just as challeng- 
ing; staying alK'c until the annistice. "lb have an}' hope of sur- 
^39 viving to collect a virtual pension, you musl manage }'our risk 
factors. Tliere are many ways to die in the .sim, and luck inevitably 
abandons the reckless. 

Death From Within 

'file most ignominious doom is the one that Ls self-inflicted (if you 
are going to die, al least 
try to look good doing 
it). Examples include 
inatlcnth’eness during 
lowlcvcl dogfights and 
routine landing 
mishaps. You can usual- 
ly prevent the former by 
toggling frequently 
between the padlock 
and fixed fonvard views 
whenever you’re figliting 
near the ground. 

1 lowcvcr, be wary of 
bandits that tr\’ to evade 
you by entering seem- 
ingly unrecoverable 
discs— the Al makes 
mistakes too, wliich 
.should bring to mind 
the lesson your mother taught you about 
friends who jump off cliffs. 

1 ,;inding these tail-draggers is tricky e\'cn under ideal conditions. 
'Ilie most common error is touching dowTi with too much speed and 
too high a sink rate, 'lb av oid this pitfall, u.sc a shallow approach at 
125-150 percent of stall .speed. (If your plane lacks an airspeed indica- 
tor, the tachometer is a workable substitute.) Idle the engine witliin a 
few' feet of the ground and smoothly raise the nose to try' to maintain 
altitude, taking c.\treme care not to pull up so fast that you start to 
climb. As airspeed bleeds off, y our plane will fall gently to lire ground 


in a three-point landing with the no.se pointed above the hori/on. 'the 
important thing here is to settle doss'll lightly. Small bounces arc com- 
mon, but present no problems as long as you maintain a constant 
pilch angle. Higher bonnce.s, on the other hand —usually caused by a 
hard touchdown or by pulling the nose too high after a mild 
rebound— can be disastrous. 

Death From Below 

Once you’re sure you won’t do yourself in. it’s time to turn your 
attention to external threats. Among the most dangerous is antiaircraft 
fire. Exploding shells from large-caliber guns are nearly inevitable, but 
such fire is so inaccurate that it can practically be ignored. Ground 
fire from enemy 
machine-gunners is by 
far the greater hazard. 

Keep a sharp look- 
out for tracers coming 
from below' when fiy'- 
ing w'ithin 5,000 feet of 
the ground anyw'herc 
near or behind enemy 
lines. Ifyou start taking 
fire, use evasive 
maneuvering until you 
arc .safely out of range. 
Theclo.ser the .source, 
the more violent your 
gyrations musl be to 
throw' off A'V\ aim. 
\Micn the siiots are 
coming from below, 
U.SC continuously alter- 
nating S-turns (and 
pray'). Vertical undula- 
tions are preferable if you can see the source of the tracers; simply 
pitching up or down sharj^ly w'hcn the gun ojicns up w'ill cause an 
entire burst to niLss. 

Machine-gun fire is hardest to dodge at medium altilude.s.'lhu,s, 
you should decide before y'ou get near any enemy position whether 
you will take the lime to climb above the machine guns’ ceiling first, 
or keep low and evade the bullets as they come. Either can work, 
though the low road recjuires constant vigilance. 



► ROCKET RANGE Rockets trajectories are hard to judge, but good accu- 
racy can be achieved by figuring out the exact range at which the rock- 
ets’ path intercepts the view through your gunsight. 
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► HOT UNDER THE COLLAR If Oil pressure 
starts to drop, kill the engine immediate- 
ly to prevent your aircraft from turning 
into a flying torch. 


Death From Above 

Migh above the inachine-giins and badjed 
wire, eiieni\’ figliters pre.sciit llic greatest men- 
ace. 1 Iccding these tips can markediy increase 
your surv'ival eliance.s. Inrst, alwas’s attack 
from abo\'e if ])o.ssil)le. K\'en after tire Ijattle is 
joined, tr\' to sta\’ abo\’c the bandits and .swoop 
down onl\' for brief firing passes before climb- 
ing back u[> to \'our pcrclr. Second, do not get 
fixated on a single target for too long, or \’oii 
can almost guarantee anotlier will appear 
parked on your six; cycle constanll)’ between 
all nearby enemies using tlie parilockview. If a 
bandit does manage to .saddle up behind you, 
enter a hard diving turn — pulling up into a 
climb is like asking to be perforated. 

'Ify to aim for a targets wings w'hciics’cr 
possible. By degrading its maneuverability in 
this w'ay, you not only reduce its threat poten- 
tial, you make it more snlncrahlc to further 
attacks. And if \ouVe luekv, the damage may 
e\eniuaiiyeaii,se it to crash on its owsi. 


* DIFFERENT PERSPECTIVE When landing in 
the proper nose-high attitude, judging your 
height above ground is often easier if you 
shift your view to one side. 


As long as s ou below it or on tire outside of its turn so it can- 

respect the tlireal of not fire on you. If you get far enough out of 

llicir deade\’e gun- [josition for tlic gunner to take sliols at \ ou. 

ners, two-.seater.s are nosing down or casing off your turn will have 

easy marks com- the doulrle henefit of evading the tracers and 

pared to figliters. (|uickl\' laking you back into his blind spot. 

Sirh'c to attack the 1 lca\ y bombers like the Gotha G.I\' and 

low e.st of a group 1 landlcy-l^age ()/4()(} have much wider gun 

first, from a position co\’cragc, which makes them tough to bring 
down.'! 'he only safe approach is to fire from 
beyond the range of their withering defensive 
fire. Obviously, lliis requires good marksman- 
ship or a lot of ammo, but it beats rctuming to 
the aerodrome in a plane riddled with bullet 
imles — or not returning at all. 

Returning home safe!)' each day, keeping 
the number of landings equal to the number 
of takeoffs: 'llicsc are the foundations for suc- 
CC.SS in the sim. ’Hie war-lorn skies of RhiD 
B \R()N II offer sucli a target-rich en\ ironment 
that your ro,stcr of victories will almost surely 
mount stcadilv — but oniv as long as vou sur- 
vi\ e. Be careful up there! % 


, : ; : [ 1 ] 
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D espite their inherent dangers, balioon attack missions should be among the most ' 
straightforward. You just have to fly to the target area, dive down and biow up the ba!* 
icon, then rurt like heii from the vicious return fire and defending fighters, right? In Red 
Baron ii, it’s not that simpie. 

Spotting the baiioon can be the hardest part. 

They’re easy to see against a sky background, 
which is an argument for approaching at or heiow 
its aititude (around 3,500 feet}. However, this puts 
you in range of the gasbag's formidable air- 
defense umbrella for much longer than does a div- 
ing attack. Diving also gives you a valuable speed 
boost on egress if any bandits have latched onto 
your tail. 

If you start your dive but can’t find the target, 
try padlocking onto the location below it using the “L” key (padlock nearest landmark). Point 
directly at it, then trace your line of sight directly upward. Somewhere on that imaginary line 
lies the balloort. 

Although it’s tempting to run for home as soon as you have popped the balloon, doing so 
will usually result in heavy casualties among your wingmen, who seem to enjoy attacking the 
ground targets below. If you wish to save them from their folly (though at great personal risk), 
knock out all nearby machine-gun emplacements as quickly as possible. This is easy if the 
guns are firing at your wingmen, but extraordinarily perilous when the bull’s-eye is on you. Try 
to time your attacks to come between bursts in the latter case. 

Suppressing machine-guns may be nasty work, but consider the alternative: Having to 
explain to an angry CO why you always return from balloon busting missions by yourself. 
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Quake II 

Tips and Maps Revealed for 
Multiplayand DeathMatch Packs 

by V. Long and Elliott Chin 

D eathMatch has always been the heart of Ql and Ql lAhl'. 
II. Will id’s recent point release, this is even more evident. 
Tlie point release (in ailable from id’s Web site at www. 
idsoftware.com) consists of co-o[) jdav and eight incredible 
leiels brimming with ledge-on-ledge .sniping areas, open 
gnnfighl arenas, and cle\ er nooks and crannies, 'llie li])s in 
this .second part of oiir Ql II stratcgi' guide should help 

von get a leg up on the competition in DcatliMafeh.’niis month, we're 
pm\ iding tips on weapons, the new Qt'.\kT. II boLs, allemale fomis of 
multipla)’, and — best of all — maps for two of the DcalhMatch Rick 
levels. Maps of '^Ihc Edge and'Ihe brag Pipe arc included in these 
pages; the other six new maps can be found on our Web site 
(www.computergaiiiing.com) and on next months CG-ROM. 


Choose Your Weapon 

As in Doom and Qu.AKli:, the bluest gun is not always the best. 
Inflict maximum mayhem by choo.sing your weapon wisely before a 
battle— the delay in .sw'apping guns may mean jour last gasp. 

Blaster: As we all know, it sucks. 

Shotguns: 'Ilie shotguns deliver their lethal load of buebhot 
instantaneously, d he super shotgun — john Camiack’s weapon of 
choice — sends twice the wallop, and is quite deadly point-blank. /\lso, 
shotguns are good Quad weapons because there is no danger of blow- 
ing) ourself up in a close firefight. 

Machine Gun: Tiie machine gun punctures targets immediatel)’ 
as well, 'llic machine gun’s recoil will spoil the players aim in solo play, 
hut not in DeathMatch. 


The GoldenEye Macro 

I d programmer Brian Hook raves about this handy macro (from 
Casey Muratori and Matt Cornell), especially when slinging rail-gun 
slugs into squirrelly targets, it’s most helpful for those who don’t 
already have mouselook and crosshairs toggled on. To configure your 
right mouse button for the GoluenEye macro type the following into 
the console (hit (Enter] after each line): 

Bind mouse2 -r-bond 

alias -fbond “fov 45; -f miook; crosshair 1” 
alias -bond “fov 90; -mlook; crosshair 0” 



Chain Gun: Like a real-life GE M154 ‘'Vulcan” mini-gun, the 
chain gun requires time to spool the barrels to .speed, ’llie chain 
gun — id artist Kevin Glouds favorite toy — is fearsome in close quar- 
ters where the target has little opportunity to esade. but it con.sumes 
voracious amounts of airimo. Wlien sou kiKJw where )'C)ur target is, 
start shooting before you see him, .so that by the time vou make con- 
tact. )our gun is at full speed. 

Grenades: Wlicthcr to.sscdby hand or with a launcher, grenades 
are handy for discouraging pursuit or checking around conrers. 

Rocket Launcher: Tlie mekel launcher remains an explosive 
favorite for many players, including id game designers Tim WilliLs, 
American McGee, and I^u! jacqiieys. 'Che key is to chip aw'ay at your 
opponents’ health with blast damage; Shoot at their feet. Note that 
rockets are actually easy to dodge due to their relatively slow' speed 
and visible trail. 

Hyper Blaster: Many think of the hyper blaster as the reincarna- 
tion of Dooms plasma rifle or Qi iakt.’s super nail-gun. It shoots 
bla.slerlike bolts, but at a much higher cyclic rale. Like the chain gun, 
the h)'per blaster needs time to spool ujr and ,s])ool down. Regardless, 
its firepower means hell at close- to mid-range. 

Rail Gun: Quakk IIs rail gun huris a slug, a la Eraser, at a tremen- 
dous velocit)', ripping through enemies with case. Despite its lethality, 
the long reload time makes the rail gun challenging to use in a melee, 
unless you have steely nerscs and inhuman aim. If you must use it at 
short range, remember to w'ait! Barring ])oint-blank shots from the super 
shotgun, you can 
withstand some fire 
and take the time to 
aim. Still, most mor- 
tals find the rail gun 
best for long range 
sniping. Be sure to 
clreckoul the 
GOLDENEht- sidebar 
fora quick “cheat” for 
better rail gun use. 

BFG:Tlie crown 
jewel of the Doom 
arsenal has returned. 
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Special thanks to 
Tim Willits at id 
Software for providing 
maps, schematics, 
screenshots, and tons 
help. 


Pull the trigger, and after a moment of charg- 
ing up, a massive ball of green death is 
unleashed with \iolent recoil. Wlien sou have 
a good idea there’s someone lurking ver)' near- 
by, pull the trigger be/bre ste]Tping around the 
comer. If your shot is properly timed, you’ll 
gain line-of-sightthe instant the BFG blasts 
the sucker into oblivion. Tlie BFG's shafts of 
green liglit are also useful for tracking'adver- 
saries hidden from your view. 

Tactics 

Last month, we offered some tactics for rul- 
ing at DcathMatch- Here is something we left 
out: the art of ladder kills. Once )ou get com- 
fortable navigating ladders, try “hanging” part- 
way uj) or down a ladder. Many ]jlayers won’t 
expect to find you there, and that moment of 
surprise will give you the drop on them. 

'ibu can also use even the narrowest of 
ledges and lips to help you “stick” to walls. 
Again, this allows you to gain vantage ])oinis 
where others won't expect to find you. Some 
of our favorite spots include door frames and 
the far side of openings behind ladders. 

\Vlien chasing people on ladders, look up 
(or down, as the case may be) and run. ’PlTis 
allow'S you to shoot at your target while climb- 
ing. If you arc climbing a ladder and know 
someone is waiting for you, y ou can use this 
tactic to shoot at the ladder to]) .so he can’t 
snipe at you from above. 

Playing With Yourself 

/•Mthough the best practice partners arc 
other human players, it’s always nice to get in a 
few non-human frags as well. Spice up your 
DeathMatches wTth more bodies — simply 
spawn as many hots as you can stand. Bots are 


also good for prac- 
tice when you can’t 
round up any live 
opponents. 

'Ihe two fraglead- 
ers are the Eraser Bot 
from im)3act (found 
at impactirag.com) 
and the CR Bot 
(found at www.plan- 
etquake. com/erbot). 

You can downloari 
and Icam more 
about these intelli- 
gent punching bags 
from the QuakI': 1 1 Bot I'lpidemic site at 
www.quake2.com /epidemic. 

Life Beyond DeathMatch 

Mnally, we’ll leave you with one of our 
favorite fonns of multi])laycr QUAKlv mayhem; 
Rocket /Vena. \Vlicn it comes to a test of [)ure 
DcathMatch skill, few mods rival the effective- 
ness of Rocket/Vena 11. It’s elegantly sim])le: 
You and a foe square off in an arena-type 
map...only one of you will survive. Find out 
more at www.planetquake.conl/servers/arena. 

Remember that in addition to the following 
ma|)s ofTlie Edge and 'flic Frag i^ipe, we also 
have maps for tlie six otlx/r DcathMatch levels 
in ids [5oint release on our W'eb site (www. 
computergaming.com) and on next months 
GG-ROM.AIso tune in to CiiiwSpntUn 
more strategies from the editors of Ixith CCIR 
and Came5po/— including .some preferred 
control configs and how to set up dedicated 
servers, ’lhats it for this month. Wlrile these tips 
should help you out, remember that nothing 
can substitute for practice. Ss 




L et’s face it: Rocket-jumping takes a 
huge investment of time and concentratf 
ed effort to learn to do properly during 
DeathMatch. Although you’re ultimately better 
off learning to rocket-jump ‘'manually,” you 
can give yourself an instant boost with this 
macro, which is slightly modified from the 
one Jakfrost has in his collection at www. 
planetquake.com/scripts. btml/quake2/. 

To configure your right mouse button 
for rocket-jumping, type the following at 
the console (hit [Enter] after each group of 
commands): 
bind mouseZ +rj 
alias +rj “rjl; rjZ” 

alias rjl “set rj_cl_prtchspeed $cl_pitch- 
speed; set cljiitohspeed 100000; 
wait; +lookdown; waft; -lookdown; 
set cljiltchspeed $ii_clj>itchspeed” 
alias rjZ “set rLhand Shand; hand 2; 

-i-moveup; wait; + attack" 
alias -rj “-attack; -moveup; set hand 
$ri_hand; centerview” I 

Note that you’ll need to switch to the | 
rocket launcher before using this macro, | 
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TjheFfaffWpeis named after«fhe 
one' {iramlfient trap in ^he, ievelV-the „ 
pipe lhajipan be closed and floodedj 
with lava. It’s oiTe of id’s favofites. As 
with WeMap'jif tbe Jdgei we've ‘ r 
coded the^annpr,. povvei'-ups, and J 
jvej^ojLSi.bjit lep^qut health, jamihp^ 
:and armor shards. ' ; 


SUPER SHOTEUN Atop this mot is. 
the Super Shotgun, and a perfect ' 
sniping spot for taking on a Quad 
ho who Is coming out of the Quad 


I MEGA lEALTfi This Mega Health isl 
ea^ to reach; it’s to the nght of the^ 
ftag pipe, accessible via a taddec • 


QUAD DAmR6|]bg«t fits QuaL 
rgl^l^iiftfrtn'-azas^e ofm 


HYPER BUSIER Inside the 
pipe lies the hyper blaster— 
and fiery death if someone ' 
catches you inside and 
closes the frag pipe. ' 


iipj Shotgun 


l^jlPP ComUf Afflor 1|| 


'tons hear 
close It and fic 

pharnffirwiM 


INVULNERABiLin 

Rocket-jump up to this 
hidden alcove (above 
the catwalk over the 
lava) to get the Invul- 
nerability icon inside. 


P level's lone mcket 
launcher Is here. 


MACHINE GUN You’ll find ' 
the machine gun located 
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Battlespire 

The Clawed One Escorts You Through Bethesda’s Brutally Tough Action/ RPG 

By Scorpia 


fi ettingll 1 rougll Ba'I'I i.i';si’iRi';is no easy (ask Wliilc (lie game 
may resemble DACX^KlU'Ali.in certain aspects, il is actually 
designed in a \'er}' different wa)-, from a \’er\’ different per- 
spectis e. It is nofyoiir standard RPC, and if yon go in think- 
ing that it is, the game will be much harder to finish. 'Hie 
goal is simply to get through the levels and take out the 
Dragon at the end. Wliat \ou do on each le\cl has no rela- 
tion io the build ])oints )’ou rccci\'e as you advance. Wdicther you just 
avoid encounters or kill e\'eryone, the points are already fixed, and 
nothing you do will change them. 

Character Issue 

Correct character creation is critical to success here, and \ou are 
belter off making \ onr own character irom scratch than choosing one 
of the "ready-made” ly|ies. 

Essentially, you ha\’c tlirec choices: lughtcr, Mage, or a combina- 
tion of the two. 'Ihief classes will fare poorh': there are no opportuni- 
ties for iockpicking or stealing, and .stealth is only marginally useful 
for sneaking around, even at high skill-lcvcLs. 


M)' own experience suggesLs that a character w'ith two good 
w'capon skills and a small selection of spells is the best way to go. It’s 
difficult to play this game as a straight fighter t\'pe. I tried that first, 
and gave up on it by ihe second level of the spire. 

I didn’t try the mage character a[)proach, but gi\ cn w'halthc game is 
like, even a mage will need at least one decent weapon skill for times 
when mana is low; or w lien monsters are highl)- resistant to magic. 

Skills, Advantages, and Disadvantages 

You realK’ need onh' two weapon skills: one good hand-weapon 
(sw^ird, ax, etc.) and one missile w eaiion. Bow's are much more useful 
here than they have been in previous games. 

/\side from wea[Don/s[)cll skills, the skills most used in the game are 
going io be dodging, jumping, swimming, and critical strike. /\nyone 
using weapons as Ihe main attack fonn should have critical strike as a 
primary skill. 

Don’t neglect sw-imming. Tlierc arc a couple of levels where you 
ba\'e to s]3end some lime underts'alcr, and being able to stay below the 
surface is important. 



^ READY FOR BATTLE The character class creation system Is a bit awkward, requiring you to fill in all the skill slots, 


Jumping is done 
throughout the game. 
Having a high jumping-skiii 
is actualh’ a bad thing. It is 
very hard Io control short 
jumps, and il may be 
impossible to make long 
ones if the ceiling is low. If 
you go too high, you hit the 
ceiling (or any other 
obstniclion, like a beam) 
and diop down again. It’s 
best to have a low jumping- 
skill and augment it w’ith a 
spell instead. 

Only (w'o ad\'anlagcs are 
really worthwhile; 
Regenerate Health and 
Spell Absorption. Hie first 
one is e,s))ecially helpful on 
the earlj' levels, w-hen )ou 
have fewer hit points. Siiell 
Absoqjtion is a must for 
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aii)’oiic wiio is using a lot of spcllcastiug. 
l^ciucinber, j oii’I! be up against many 
enemy spellcastcrs, and you can always 
use tlie energ}'. 

Cliaraclers auiomaticaliy ha\’c Int 
(intelligence) in |X)ints. Mages should 
make tliat 3x Int, and others may want lx. 
Remember, building up staLs over the 
game will be a slow' jjrocess, so )'ou need 
to make the most ofwhat)‘ou lia\'e. 

Regarding disadvantages, I don’t ree- 
omincnd taking Low Tolerance or 
Critical Weakness to spell types, unless 
you really need the extra points. Rneniy 
mages liave a habit of sending barrages of 
mixed types your way, and several hostiies 
bombarding you at once can be lethal. 

Take a few Forbidden Weapons, As men- 
tioned above, you real!)' need on!)’ one melee 
wea|)on and a bow, Mark all the rest as forbirl- 
den for e.xtra points. 

Meres the rundown of other disadx'antages; 

Forblddon ArmorTlierc is no leather or 
chain armor in BAii'i.i'^SPiRi':; everytiiiiig is 
])late. Wliat makes something light, medium, 
or licavy is its annor class or how much pro- 
tection you get from it. If you restrict yourself 
to light annor, the items you can w'car will 
have only a point or two of protection. 

Forbidden Material Tliis is a tricky one. 
’Iliis time around, its the forbidden material 
anr/everything above it. So if you take forbid- 
den materia! mithril, you won’t be able to use 
an)'lhing made of adamantium, ebon\; Orcish, 
or Daedric, either, 'Ibis is not a good idea. 

No Regen of Spell Points 'fake it, 
especially if you’re a mage. Tliere’s no resting 
in this game, anyway. Tlic one dra\\'back is 


that you won’t be able to use restore potions or 
Magica Rc.sarfus items to replenish mana. 

I low'ever, between all the spcllcastiug mon- 
sters, [)lus the special restorative gems (these 
c/o work), you shouldn’t be in had sha|je bv 
taking this disadvantage. 

Race Question 

When allocating build points in the game, 
ahvays build up stats. l-iigh stats arc the only 
way to have high skills. 

You should tr\' to match what you have in 
mind with a particular race. Redguards and 
Nords are best if you plan on mainly fight- 
ing; Bretons and l.^ark Elves are better if you 
w'ant to do mosllv .spcllcastiug. 1 ligh Elves 
])rovide a mixofboth, 

1 wouldn’t pick Wood Elves for anything; 
their skills are far too limited to make them 
worthwhile. And remember; That stuff 
about a particular race being‘'hardy” or 
“,spell-re,si.stant" and so on is just fluff this 
time around; race has no effect on stats. Co 
only by skill adds wlien choosing a race. 



Spelf CHeisIc 

T he spells you choose at the 
start of tte game are likely to 
be almost the only ones you 
hava Spell scrolls are very rare; their 
: chance of appearing as random Kerns 
is low (about 10 percent), and there _ 
are no “fixed” spell scrolls at alt. 
Further, you won’t be able to choose ^ ' 
; any new spells as you go through the 
^ spira The build points you receive 
between levels can be used only to 
increase skills and stats. The only sure 
way to have the spells you want is to 
take them at the start when the char* 

I acter Is created. 

Dispef Magic is almost indlspens* 

I abla On level 2, the ^ider Daedra 
' casts Poison (a continuous damage 
spell). On levels 6 and 7, you will be 
up against Daedra Lords and Counts, 
who cast Continuous Damage spells, in 
muKipfes. Without Dispel Magic, you’ll 
be going through heating potions and 
Kerns quite rapidly, as these guys have 
a lot of mana. 

tore Health is the basic heating 
spell, and everjnine can benefit fi’om 
having this one. 

Etiiereaiize can get you through 
many nasty situations. While ethereal, 
you can run past monsters and t^ no 
dam^e from either blows or spells. 

This will be very handy on Level 7. 

Monster Summoning calls in a 
“friend” to help in desperate situa- 
tions. It gives your opponents another 
target, and your summoned monster 
also fights for you. 

Teleport can get you out of bad situ- 
ations (like drowning), and make some 
travel easier. 

Spell Reflection and Resistance are 
handy, and become more so on the 
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Combat Strategies 

Not everyone is hostile. Sninctimes. 

monsters w'ill stiind there and watch )’oii 
closely, but won’t attack unless you do first. 
Dragging around all those strange sigils can 
hel]) here. Certain monsters {there is no wa\' 
to tell, alas) will not attack if you ha\ c the right 
one with you. 

Talk to the people you meet, even in 
the middle of combat. Only the Vermai 
can’t talk. /Ml the other characters are capable 
of chatting. Sonic may not care to speak with 
you: these arc almost im'ariably hostile. Tliis 
doe.sn't mean that something will become 
friendly if you talk with it, but you can occa- 
sionally pick u]) .some infonnation, and yes, 
once in a while, 
turn them neu- 
tral or bring 
them to your 
side. 

All spellcast- 
ers have the 
same prob- 
lem you do: 
limited mana. 

Wdien the)' run 
out, they can’t 
cast any more 
spells. Typically, 
they use all their 
magic attacks 
(and protections) immediately in one mas- 
sive barrage. 'Ihcy also don’t care who gels in 
the way. So one taclic is to try and position 
yourself with a non-magic critter between 
you and whoever is casting s])c!ls. Also, 
dodging and clucking behind obstacles or 
around corners can help keej) you ali\'e; 
never just stand around if you’re being 
attacked by .spells. 

Use bows. 'Ilicrc will be many occasions in 
llic game when monsters are across a gap of 
some sort and can’t reach von. This is the 
time to haul <nii sour Irusly bow and pick 
them off, particularly when they’ve run out 
of mana. 

Call for backup. Summoning a monster or 
two can be a great iiclp if you’re in a bad situa- 
tion. 'llicy di.slracl the enemy fmm ) Oiir pres- 
ence, and may even kill a liostile or two— if 
you’re lucky. 


Run. Don’t be ashamed to retreat in tough 
circum.stancc.s. If a critter is blocking tlic wa)’ 
to an important location, draw it out, and try 
to get around it. Of course, you have to be 
careful that you’re not running into some- 
thing as bad as. or worse than, w'hat )-ou’ie 
dodging at the moment. If you have a clear 
])alh to an area where you can jump across 
to a safe platform, do that, and get your 
oj)[)osition with a bow (or spells). /Mso, if \'ou 
run far enough away from something, it may 
stop chasing you. 

Use spells on found items. 

llufortunateh’, you'll ha\c to lake notes on 
these tilings so you know \\'hat \ou ha\'e to 
work with. Start with the charactcr-crcalion 
screen's magic- 
c(|uipnicntlist./\s 
you higlilight each 
item, you’ll be told 
W'hat the spell docs. 
Write that dcn,\ii, 
along with the 
descriptive title. I'br 
example, “Magica 
llc-sartus” restores 
mana. Any item 
(hat has this in the 
title will do the 
same, look careful- 
ly for .scrolls on all 
the levels that give 
explanations of those okscurc titles. In .some 
cases, ) ou may not find an explanation; you 
will then have to cxpcrimeiil to find out w'hal 
the item docs. 

Watch wounded enemies. Often, 

wounded op|)onents \\ ill mo\'c away from )<)ii 
and .slop attacking. Generally— though not 
ahvajs — they w'ill not resume fighting unless 
you go after them first. Tliev may also decide 
to fight again if you talk to them and llie con- 
versation doesn’t go well. 

Save often. This is c.spccia!ly important 
after a rough fight, before opening an)’ 
doors, and before leaving a level (just in 
case you decide you allocaleil )'our build 
points wrong). 

Good luck! hi the meantime, ifyou need 
help with ail acK enliire game, you can reach 
me in the usual wa)'S. Until next lime, hajipy 
adventuring! % 


I later levels, when you’re ninning into 
! crowds of spell-casting monsters 
, (Level 7 is all spellcasters). 

Shield and Rre Shield are good K 
you decide to take armor disadvan- 
tages for more build points, and are 
diso beneficial when you are up 
against hard-hitting monsters. 

Cause Damage is the main attack 
form for the mage charactec If you’re ; 
going fo be fighUng mainly with 
weapons, you don't need tills spell. 

Keep in mind it will probably need to 
be reconfigured many times throughout 
the game, as it contidns within it all 
the usual attack-spell types (fire, frost, 
and so on), plus near/distant targeting. 

ContirfudusD^age its duration will 
never be gi^ter than one round, mak- 
!jng,lt useless for attack purposes. 

Don’t use it in solo play. 

infusion is also worthless here. It 
is a spell Intended for the multiplayer 
verson of the gama Don’t take this if 
you’re playing solo. 

Many items found during the game 
duplicate these and other spells. 
However, each use of an item’s spell 
ability decreases the item’s durability. 
There is no way to repair anything as 
it wears down; you can only replace 
the old item with a new ona 
Don’t go by thamanuai for the con- 
trolling stats of speiia They are not 
entirely correct Look at the spell list 
when choosing spells to see which 
‘ stet actually affects a particular spell. 


*■ Reach Scorpla at 

Web; Scorpia's Domain at 
www.scorpia.com 
Internet; scorpia@scorpia.com 
U.S. Mail:(enclose a SASE if you live in the U.S.) 
Scorpia, 

RO. Box 338, Grade Station 
New York, NY 10028 
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^ LETS TALK THIS OVER Talking With your enemies 

1 in Battlespire might actually save you a few hit 

1 points now and then. 
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EVIL BUNNIES. LOADED GUNS. COSTUME CHANGES. 
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Close Coivibat 2 

\Vlicn playing llic Allied side, using your 
pardtroops lo take bridges before the Cerinans 
can deniolisli them is erueial to early .success in 
the campaign games. 1 lore are a few lips 
toward that end: 

SON BRIDGE 

If you\ e got onl\' five seconds when \’ou reach 
i1k Son Ikidge, \ouVe used too much time to 
lake Son 'Ibwii. You have to secure llie town in 
the first as,saiill .'Hjc/ choose to wait only one hour. 
Otherwise tlie Oenuans at the Son Bridge will 
be prepared to blow it as .soon as you show up. 


Lords of Magic 

'lliere are eight religions 
in LtJlins, each associatcri 
with a separate race: Rarth, 
Air, lYrc, W'aler, Chaos, 
Order, Life, and Death. 'Ilie 
trick is alwaNS lo c-ombine 
)'oiir race witli others as 
c|uick]y as possible. So, if you 
are the Lifc-worshipjdng 
cK cs, you really want to con- 
quer the Dwan'cs, or ally 
yourself with them as soon 


To make certain that vehicles move where you 
need them, micromanagement is the name of 
the game. This Achilles is being moved in short 
hops to keep it from straying off the road and 
becoming bogged down. 


bridge lo control it {\ou can mess with the 
wiring under the bridge), 'lake a reconnais- 
sance (cam or (wo to the entrance. Use the 
\1ekcrs machinc-gun and smoke to make sure 
you can take the entrance. 1 lave all the other 
teams fire on any C.emian team that opens up. 
NcNt, sneak )our recon team down the bridge. 
Use a rifle team to grab the approach from 


underneath. Ybur recon team won’t make it to 
the rail bridge objeclKe before the Germans 
can blow' it, but with the first two objectives 
controlled, it will buy you an extra minute of 
lime. By now-, jour Bren and rifle teams should 
have suppressed all the Germans, and it’s time 
for the big rush to the last objective before the 
timer goes out. — Fuirick A lilhr 


as you can, 

Evenifj'ou 
bold no 
dw'arfish 
towns or 
temples, a 
good rela- 
tionship with 
tlic Dwarfish leader will 
allow' an Elven hero to trade 
for all the infantrj' she needs. 
Similarlj' if you are a Fire 
worshiper, 
you will 
ncccllhc 
help of 
Order or 
Life missile 
troops, and 
you could 
well use 


some Dwarfish infantr)’ to 
l>oot. 'Ilie dwarves have 
great armor and high liit- 
points, which means thej' 
can take a lot of damage 
while the rest of your amij’ 
inoves into position, fires 
missiles or magic spells, or 
just generally hangs around 
watching. 

Our other essential tip? 
Make sure to get the patcli! 
-I'lm Carter 


ARNHEM RAIL BRIDGE 


'file ILiil Bridge lakes a little more Inek. Ybur 
best chance is lo am a team under the bridge 
at the approaeli. Ybu don’t have lo be on the 



While this Gennan Jagdpanther is occupied with 
infentjy to its front, a British PiAT antitank team 
sneaks up from the rear for the kill. Stripping 
infantry support away from enemy armor is cru- 
cial for this tactic to succeed. 



Sub Cultore 


Are the Proclia or the Bohinc giving you trouble? Gan't handle ihe Mutant Msb or the 
Pirates? Next lime \ ou need help under tlie sea, try out these cheat code.s. Just type the word in 
when vou're in the sub. and the cheat 
should immedialelylake effect. Now' 
you can show' that Walker who’s boss! 

— 'Ihicrn'iS'guycn 

kamikaze: self-destruct 
refill: replenishes all shields 
mutant: increases radoff level 
billy: speeds up the sub 
tick: adds Geiger counter 
didit: mission success 
bedik: god mode 

haveali: enable access to all missions 
wonga: gives 1,000,000 credits (maximum) 
tonka: increases hull strength by 20 percent 




Bergman’s 

Alexander 


Classics & Puzzles 


Monty Python’s the Meanjng of Life 

Wliile all of Ihe hot spots in the game are fairly eas)’ to 
find, multiple clicking on each hot spot can turn up a few 
Kasicreggs — c\en on the first CD (which, in general, has 
less funny jokes — see Charles Arclai's review in this issue’s 
Classics/Pu/zles section). Some of our favorites; 


Baseoall Mogul 

It’s important to get off 
to good start in iVlOGUI,, 
especialh’ Lviien sou’re 
plasing on higlier le\'el.s of 
difficulty. /Vs in real estate, 
oiiK'three things realiv 
matter w hen picking a hall 
club: location, location, and location. So, even 
though you mav be a ds ed-in-the-wool 
Brewers fan. he w amed that the chances of 
building the Milwaukee club into a perennial 
contender arc hampered Iw tire cih ’s small, 
fickle fan biise. 

lor tlx; best re,sulLs, .select a large market 
team with losal fans that base a high per-eapita 
income. Such clubs will [)ro\ idcyou w ith plen- 
h’of cash in the early j ears to begin building 
your dvTiasty. Some recommended teams that 


fit the winning profile 
include the Orioles, 
Bra\’es, Dodgers, 
'liinkecs, Cubs, aiul 
W'liifeSox.Atlhe 
other end of the cash 
spectnim.aY'oidtlie 
Reels, /Vs, Ro)-als, 

Pirates, 'I'igcrs, Mariners, and Brewers, unlc,s,s 
you believe that ])overi\’ builds eharaeler. 

Wliile on-field .success and intelligent 
marketing can gradually change fan loyilty, 
this may take a decade or more. Melding a 
winning team is a great wa_v to increase ])it)f- 
ils, though. In MoGUl,, a eonsistendy kst-place 
team will sell about 50 percent fewer tickets 
than a .500 ball club, while a perennial world 
champion will .sell about 70 percent more than 
an average team.— Denniv McCauley 


Simulalion/Space 

Red Baron II 

> The padlock view can often be dis- 
orienting. Using the “Glance Forward” 
command (or looking off to the side, if 
your nose is pointed at the sky) at reg- 
ular intervals will help you keep your 
bearings. 

> If you find that your flight leader 
sometimes circles endlessly over the 
aerodrome after takeoff, try activating 


Tony LaRussa 3, Tony 4, and Old Time Baseball 

We at CGW have always liked Nick Keren’s baseball utilities, 
and Nick’s Web site has recently garnered a GameSpat HotSpot 
' ~ Award, along with a Tony LaRussa’s Tourninent of Champions des- 

ignation. In particular, fans of Tony LaRussa 4 will want to chock out Keren’s lat- 
est fixes for that game, which fill some huge realism gaps. Keren also hits a ^ 
big home run with his updates for Stormfront’s Old Time Basebau, now ' 

compatible with Tony 3 (and even some Tony 4) utilities. So, what ' 

you waiting for? Dust off your copies of Old Time Baseball and Tony 
LaRussa, and check out Nick’s Web site at • * 

http://ourworld.compuserve,com/homepages/NickKeren. - '.V:y 
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STHATESV & UPS; C-POLICE 


GAMER’S EDGE ‘ 


Cheat Codes 

H ere are some other fun cheats you can use in G-Police. Once again, 
enter the codes from the main menu screen. Confirmation of your 
cheat will appear on the screen. You can use multiple cheats, and 
they should work with both new and saved games: 

Pantalon Enables all secret Benlhill Benny Hill cars 

missions in Training menu Boobies Infinite Shields 
Woowoo Havoc Sirens Stattoe In-game info 

Supacam Enemy FallCam 



Mission 35: 

It Blowed Up Real Good! 

Ihe fiiuil mission is ;i killer, \biir main 
objective is to c]estro\’ tlie Nanosoft capi- 
tal ship, and it ain’t easy. Inrst, protect 
your GP units b\’ taking out all attacking 
Nanosoft fighters. Wlieii you're ordered 
to, fly to the entrance of the dome ai id 
nah a lOOOkg homh from friendly forces. 

Follow \’our ua\ point to the cap slii[> 
and enter ihe .ship through its \cntilation 
duels. Klv carefully and destroy all llie 
power nodes \ou encounter. Tliis will 
gain \ou access to tire centra! core. Be 
.sure to kee|) a mental map of your route 
tlimogh the air shafts beeaase s ou'll .soon 
base to heat a basis' retreat. 

After you enter the central core, blast 
all droids and gun turrets. 'Ilicn fly at a 
safe distance above the core, drop your 
bomb, and get the hell out. Ignore any 
droids or lurrets you might have missed 
while you were coming in. You’ll have 
only a few minutes before the core 
explodes and the cap .ship crumbles. 



POWER OFF in the final mission of G-Police, you must destroy a series of power nodes to gain access 
to your primary objective: the central core of Nanosoft's capital ship. 


***Coniinuecl trom pg 213 

don’t worry, you're armed to the teeth and | 

}'ou’rc flying with wingmen. 

Begin by following the waypoint indicator 
to defend ! lavoc group Beta from fighter 
attack Nc'xt, join Cl’ fighter grou|) 1 «iiiihda ' 
to eliminate enemy droid.s. You'll be ordered to 
drop a beacon, hut wait until all the opposi- | 
tion has been quashed. [ 

Mo\'cr above tire Nanosoft complex anrl 
enlist }our wingmen to de.slroy tlu' defensive 
giinboals. CJo it alone and you’re dead meat, j 
guaranteed. Now enter tlie main compound j 
and iLSe stair canirons to blast any grountl foes. 

Cun tuncis will also draw )oiir fire, hut climi- I 
irate the ground troops first, because tlicy arc ! 
more skilled at hitting the moving target you 
present. 'Ihis is a bust' mission, hut )on .should 
find time to recharge your shields and, il you’re 
careful, use lire Nano.soft reanning .station. 

Wdren tlie radio clispalelxirs announce that 
all enemies have been ciestro)'cd, locate )Our . 
mobile command post, which should now' have ' 
a large transport parked nearhv Liincl on the ; 
Iniek. pick up the air fuel bomh-S, and unload | 
them o\'er Nanosoft I IQ on the building 1 

shaped like an X. 



THe (jltimate Gaming Matlii^ 

Ute miarAnt'«i srvirr+iinn frames rafoes til «v«fomc nnfimiror? frsrnaminn 


we guarantee scorching frame rates. All systems optimized for gaming. 

I "BOTTOIVI LIIME: If yau've gat the money fOr^ 
spend this is the gaming system to a,wn.''|| 

•PC Gamer. January, i99B 

The "Hive" The "Hive-Mii^" ^ V 

Intel Pentium II EEEMHz MMX Intel Pentium II BODMHz MMX m 

44aLX ABP Motherboard w/SieK 44DLX ABP MothBrboai]^/9aK m 
AAVID Cooling System AAVID Cooiing System 1 V 

E4MB SDRAM IDns B4MB SDRAM IDns jy . V W 

3.5" Floppy Drive 3.5" Floppy Drive y f 

Hercules Thriller 3D Hercules Thriller 3D ■ '* jf 

Rendition VBEDD «v/BMB AEP Rendition V^ISDP w/SMB AEQ 4 |^ 

Voodoo II 3DFX PCI , Voodoo II 3DFX PCI 

E.4GB Ultra-DIVIA Hard Drjv^ * %.4GB Uitra-OIVIA Ha^||0ve; 
SoundBlaster AWE 64 PnP SoundBlaster AWG HflP/' 4lr 

Altec Lansing AC545 Altec Lansing AC54 ja JIy ' 

Subwoofer & Speaker System Subwoofer & Bpeak|jn SHKem tf ^ 

24/11^ EIDE CD-ROM Toshiba 32X EIDE ,CD-ROlW ,4; . 

ATX Full-Tower Case w/B5D Wmtt AJX Full-Towei^^afe w/gsp wat^ 

Power Supplies w/Dual, Fans Pi^er Supplies F^s 

1Gi4-Enhanced Keyboard ^ 1D4-Enhancied Keyobard ' 

Microsoft 2-Button Mouse Microsoft B-Button Mouse 

Diamond Supra K5E Fax/Modem LiS Robotics XS 56K VMce/rax/Modem 
Windows '95 DSR/S - ^ Windows ‘95 D5R/2 

Configured for Favorite Games Configured for FavoritOnipmes 

Latest Direct -X Drivers " JLatest Direct X Drivers ^ ^ 

Price: $3,199.00 Pric^: $2,599^00 

"Abduct this computer" ' , , . « 

-BOOT Magazina. Septambar. 1937 The “Ar^ 

Intel PenDdh^l 333MHz MMX 

"The Area 51 is an out-of-this world, polygon-pumping, 440LX AGP Motfilvboard w/SI2K Cache 

pixel pushing gamers' dream machine on speed that kicked AAVID Cooling Syktem 
every benchmark I fired it's way"-Voodoo Extreme, -/anuarf/, /99B 128MB .SDRAM IDrjs %. 

3.5" Floppy Drived 

Attention to detail, personalixed treatment, optimized quality Hercules Thriller 3D 
imponents ready to take on any game or simulatlon...A system Rendition VBBDD w/8MB AGP 
-uly built and serviced by hard-core gamers. That's what makes |2] Dual-3DFX Voodoo II PCI 
a system like the AreaSI a worthwhile investment, not a high Scan-Line Interleave Mode 
price gamble" -PC & Multimedia Entertainment, February, 1998 8.4GB Lltra-DMA Hard Drive 

Iomega Internal Zip Drive 1DDMB 
SoundBlaster 1G PnP 
Diamond Monster Sound PCI 
Altec Lansing ACSSDD 
Subwoofer & Speaker System 
Toshiba 32X EIDE CD-RDM 

f . Customized ATX Full-Tower Case ^ 

awwam w/25a Watt Power Supplies. (w/Triple-'Fans) 

104-Enhanced Keyboard J 

Microsoft 2-Buttan Mouse 9 ^ 

US Robotics X2 5GK Voice/Fax/Mi^lm< 
Saitek X35/X3G or Nascar Pro Racing Wheel 
Windows D5R/2 

VBIB Configured for Favorite Games z ^ 

' fl J^^B Latest Direct X Drivers ^ /- B| 


The "Grey" 

Intel Pentium 11 233MHz MMX 
44DLX AGP Motherboard W/512K 
^AVID Cooling System 
54MB SDRAM IDns 
3.5” Floppy Drive 
flercules Thriller 3D 
Flendltlon VBBDD w/8MB AGP . z 
Voodoo II 3DFX PCI A g 

4.3GB Ultra-DMA Hard Drive jf 

SoundBlaster IB PnP j 

Multimedia Speakers V 

34/12X EIDE CD-ROM 
\TX Full-Tower Case w/25a Watt 
^ower Supplies w/Dual Fans 
ia4-Enhanced Keyboard 
Microsoft 2-Button Mouse ^ 

Diamond Supra K56 Fax/Modem 
Windows '95 05R/2 , 

Lonfigured for Favorite Games 
Latest Direct X Drivers 


Voodoo 

Exfreme.co^ 


Approval CHOICE 

TOLL FREE: 1-800^494-^^ 


roduct names used in this publication are trademarks of t^ir respective companies. 
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‘SU-27 2.0' Utilizes previously classitied Russian geo- 
graphic terrain captured from satellite. 1024X768 pix- 
els and 800X600 resolution in 32,000 colors. Full 
dynamic campaign mission module, including 
resouice management & realistic enemy Interaction. 

Mindscape/SSliSim) 
Release Date; 8/96 PC CD $43 
'FALCON 4.0' is a multiplayer air combat simulation 
set in the Korean Peninsula with a real-time war in 
progress in which you take the role of a single pilot in 
an F-16 jet fighter. Superb 3-D photorealistic, texture- 
magpped graphics and detailed models of F-16 avion- 
ics. weapons and threats. 

Microprose ISimiilallon) 
Release Date; 6/98 PC CD $54 
'FLYING NIGHTMARES 2' offers a unique combination 
of cutting-edge tlight simulation and real-time strategy. 
Fully adlustable difficulty levels, control options, and 
graphics preferences allow nearly any player to en|oy 
FN2’s challenge. Virtual cockpits Increase the realism 
and your situational awareness. 

Eidos (Simulation) 
Release Date: 6/98 PC CD $39 
'DAIKATANA' Slash your way through lime with the aid 
of your trusty sword. Chase down the evil Dr. Benedict 
through 4 different eras. Advance in multiple skill lev- 
els such as Attack Power, Attack Speed, Running 
Speed. Maximum Health and more. Incredible graphics 
and challenging Al. 

Eidos (Action) 
Release Date; 4/98 PC C $39 
‘DUKE NUKE'tVI FOREVER' Duke Is back and baddcr 
than before in this retooled sequal. Making use of the 
Quake II engine, the team al 30 realms promises not to 
disappoint with new v/eapons, new villains, new plot 
set in the lights of Las Vegas, and full 3Dfx support. 

GT Interactive (Action) 
Release Dale;6/98 PC CO $48 


'UNREAL' In one seamless flowing world, race across 
vast outdoor and indoor environments, enter enchant- 
ing cities and mysterious temples. Use Unreal's easy 
to use obiect-orienled level-editor to design your 
own levels. 

GT Interactive (Action) 
Release Date; 5/98 PC CD $45 
'QUAKE II' Quake was just foreplay. Now comes Quake 
II. Includes larger, mission based levels, superior ani- 
tidal Inteliigence. and wicked multiplayer capabilities. 
Experience smoother 16 bit graphics and real-time 

^ ^ Activision (r 

Release Date; NOW PC CD $ 
'RIANA ROUGE' Riana is thrown into another dimen- 
sion where an evil stranger holds worlds in thrall. 
Adventure by adventure, choice by choice, puzzle by 


Eidos (Adventure) 
Release Date; NOW 
PC CD 



'LINKS LS 98' 4 Championship courses, 6 modes of 
play, new smart cameras including golfer cam, pin 
earn, and putting cam. Precision terrain rendering and 
ball flight physics are the most accurate of any golf 
simulator. Design your own tournaments and compete 
against friends or computer opponents. 

Access (Sports) 
Release DateiNOW 
PC CD 


'MAX 2'has all the breeding of a great real-time strate- 
gy game, Continuing in a time after the original M.A.X., 
it is the scene of mass destruction. The Sheevat, a vio- 
lent alien race, Is tearing up the galaxy and you must 
slop them. Players may take either side in the conflict. 
Combat occurs on 36 different planets. Belter graph- 
ics, neiv real-time features. 

Interplay (Strategy) 
Release Date; NOW PC CD $44 



‘CRYSTAL FANTASY’ Venture through the cave of lust and 
lind the secret crystal. Interact vrith the sexiest young (ew- 


MacDaddy (Adult) 
Release Dale: NOW PC CD $39 


* Specials- Limited Time Only- Offer valid 
from 4/1/98 through 5/12/98 
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Tmi 

RtlEUE 

Price 

Titu 

RCIUSE 

Puce 

TlUE 


PXICE 

Tiiii 

Rieiue 

Pw 

lOlh Plane! 

04/98 

S48 

Eaithsiege 3 

0598 

$49 

Inierslale 77 

10.98 

$46 

SabrAcc 

NOW 

S4 

1943 Luto All War 

08/98 

$45 

F-15 

0398 

$46 

Jet Fighter 3 

NOW 

$35 

Screamer 3 

0996 

s- 

688i Kuniei Killer 

NOW 

S46 

F-16Agressor 

NOW 

S48 

Jel Fighler Platinum 

HOW 

$34 

Scimn Demns Eurpe 0696 

S- 

AH-64D Longbow Z 

NOW 

S46 

F-22 ADF 

NOW 

S44 

Joint Strike Fighler 

NOW 

$29 

Sileni HunlerZ 

0998 

s- 

AH'64D Longbow Old NOW 

$25 

F-22 Lightning 2 

NOW 

S26 

Ml Tank Platoon 2 

03.98 

$48 

Skies 

0698 

$^ 

A1F99 

08/98 

$46 

F-22 Raptor 

NOW 

S32 

MS Flight Sim 98 

NOW 

$82 

Spearhead 

09/96 

$4 

Aces X-Figbleis 

10/98 

S49 

F/A 18 Korea 

NOW 

S36 

MW Mercenaries SDIxNOW 

$22 

Spearhead Exp Pack 

0998 

$2 

Across Desert 1941 

11/98 

$48 

F16fightng Falcon 

NOW 

$23 

Manx TT 

NOW 

$42 

Starship Troopers 

05/99 

S4 

Air Warrior 3 

NOW 

$44 

FA 18 Hornet 3 

NOW 

$26 

Mech 2 Baillepack 

NOW 

$32 

Stealih Reaper 202C 

NOW 

$: 

Anarchy 

NOW 

$41 

Falcon 4.0 

0898 

$54 

M6chWarriof3 

06/98 

$52 

Tank! 

0598 

$.: 

Arcbinisdcar Dynsly 

NOW 

$26 

Falcon Gold 

NOW 

$25 

Mig Alley 

04/98 

$46 

Team Apache 

0396 

$4 

Army Air Corps 42 

08/98 

$48 

Fghlng FIcn Bek Bgdd NOW 

S29 

Nascar Racing 2 

NOW 

$38 

Test Drived 

NOW 

Sr 

Brnoul Cnamp Drag 

04/98 

$44 

Fighler Duel 2 

04/98 

S48 

NascrRcngZGrdNII NOW 

$30 

Touring Car 

NOW 

Sr 

CART Precision Rdng NOW 

$48 

Flight Unlimrted 2 

NOW 

$37 

Need lor Speed 2 SE 

NOW 

$11 

Trophy Bass 2 

NOW 

s; 

CarmagdOn Max Dam NOW 

$40 

Flight Unimtd W95 

NOW 

$25 

Newman Haas R3Cing06/9e 

$40 

Ulilmale Racing Pro 

NOW 

$r 

Coinanctie 3 

NOW 

$44 

Flying Corps Gold 

NOW 

$39 

Outlaw Racers 

04/98 

$39 

Wing Comm Prophey NOW 

$r 

Conilomncd 

08/90 

$48 

Flying Nightmares 2 

06/98 

$39 

Phantom Ace 

05/98 

$48 

Wings nl Destiny 

0998 

$r 

Cyberstiike 2 

10/98 

$39 

Flying Saucer 

06/98 

$46 

Privateer 2 SE 

NOW 

$39 

X-WingVs. TieCmp 

NOW 

$2 

DaylonaUSA DIx 

NOW 

$42 

Flying Tigers 

0998 

$48 

Red Baron 2 

NOW 

$38 

X-WngVTie Fghter 

NOW 

$4 

Deep Six 

05/98 

$46 

Grand Ptix Legends 

0698 

$44 

Redline 

03/98 

$46 

IF-22 v2.0 

0398 

s: 

Deer Hunter 

NOW 

$18 

Hardwar 

0398 

$46 

Riot 

0598 

$45 

IF/A-18 CSF 

0498 

$4 

EF 2000 V 2 

NOW 

$45 

l-War 

03/98 

$55 

SU-27 Flanker 2 

08/98 

$43 

iPanrer 44 

0398 

$3 




COMPUTER GAMES: HARDWARE 





ACT EagleUax 

NOW 

$44 

CH Joystick Swilchbx NOW 

$24 

Gravis PC Ginepd Pro NOW 

$26 

Mad Cal; Panther XL 

NOW 

$6 

CHF16Comb3lsliCk 

NOW 

$60 

CH Pro Pedals 

NOW 

$80 

Gravis Thndtdtd Jst 

NOW 

$43 

Space Orb 360 

NOW 

$4 

CH F16 Figlilerslick 

NOW 

$84 

CH Pro ThroMIe 

NOW 

$84 

Logitech ThundetPad NOV/ 

$20 

TM Attack Throttle 

NOW 

$5 

CH Ft6 Fligblstick 

MOW 

$35 

CH Racing Wheel 

NOW 

$49 

Logitech Wmgman XiiNOW 

$45 

TMDnvIng ConliolT2NOW 

$t 

CH Flight Stick 

NOW 

$30 

CHRcng WWW Pec 

NOW 

$85 

Llech Cyberman 2 

NOW 

$99 

IM EWe Ruddi Pedi 

0398 

$6 

CH Flight Stick Pro 

NOW 

$50 

CH Virtual Pilot Pro 

NOW 

$75 

Ltech WngMn Warrior NOW 

$85 

TMF16IQS 

NOW 

S1I 

CH Force FX 

NOW 

$96 

CybrStllCybrsIkPIs 

NOW 

$69 

MS Sidewinder FF Pro NOW 

$148 

TM F22 Pro 

NOW St: 

CH Game Card 3 Auto NOW 

526 

CybrslullCybeistik 

NOW 

$62 

MS Sidewndr Prec ProNOW 

$68 

TMGame Card 

NOW 

$3 

CH Gameslick 14 

NOW 

S60 

Gravis Grp Sind Alne NOW 

$69 

MS Sidwinder Pro PadNOW 

$39 

TM Nascar Racng WhiNOW $12 

CH Jane's Conibi StekMOW 

$69 

Gravis PC Game Pad 

NOW 

$19 

Mad Cai2 Panther 

NOW 

$44 

X-Treme Command PdHOW 

S3 




COMPUTER GAMES: ACTION 





Armor Command 

03/98 

$48 

Descent Freespace 

0598 

$46 

Prey 

1298 

$50 

Revanant 

0598 

S4 

Battlezone 

03/98 

$48 

Dreams to Reality 

0398 

$40 

Prolilear 

0498 

$45 

Shadows ol Empire 

NOW 

$5 

Carmageddon 

NOW 

$39 

Duke3DNc[earV/nt 

NOW 

$15 

Quake 

NOW 

$25 

Sin 

0598 

$4 

Caimagddn Splat P.ik NOW 

$16 

Duke Nukem Forever 0698 

$48 

Quake 2 

NOW 

$39 

Slai Trk Fist Contet 

0598 

$4 

Dalkatana 

04/98 

$39 

Duke Nukm 3D Atom 

NOW 

$34 

Quake 2 Juggernaut 

0398 

$19 

Tomb Raider 2 

NOW 

$: 

Dark Forces 

NOW 

$19 

Forsaken 

0498 

$50 

Quake 2 Mission Pk 10598 

$29 

Tomb Raider Gold 

0398 

S2 

Dark Forces JedlMssnNOW 

$27 

Halt Llle 

0396 

S4S 

Quake MssnPki-2caNDW 

$19 

Twlsled Mclal 2 

NOW 

s: 

Dark Frees JedI Kngtit NOW 

$50 

Hexen2 

NOW 

$47 

Redneck Rampage 

NOW 

$40 

Unreal 

0598 

$4 

Dark Vengeance 

03/98 

$45 

Interstate 76 Arsena 

NOW 

$40 

Redneck Rp fids Agn 05/OB 

$16 

unreal Add-On 

0898 

$1 

Death Trap Dungeon 

03/98 

$39 

Interstate 76 

NOW 

$29 

Requiem 

09/98 

$46 

Vigilance 

04/98 

$4 

COMPUTER GAMES: SPORTS 

3D Ultra Mini Qoil 

NOW 

$42 

FPS Goll Bundle 

NOW 

$39 

Links LSCngClryCIbNOW 

$17 

NCAA Football 99 

NOW 

$2 

AMF Pro Bowl 3D 

NOW 

$25 

FPS Skiing 

NOW 

$47 

Links LS Davis Love 

NOW 

$17 

NFL Gameday 99 

09/98 

$: 

All Star Baseball 99 

04/98 

$44 

Game. Net & Match 

05/98 

$44 

Links LS Oakind Hlls 

NOW 

$17 

NHL Breakaway 98 

NOW 

$4 

Baseball Mogul 99 

04/98 

$29 

Gram Hill Fanl Bskb 

03/98 

$25 

Links LS Pelican Kii 

NOW 

$17 

NHL Hockey 98 

NOW 

$• 

Bass Mstis CIssc Pro 0S/9S 

$42 

Hardball 

0393 

$46 

Links LS Valderrania 

NOW 

$17 

NHL Power Play 90 

NOW 

s; 

Sritisb Open Goll 

NOW 

$19 

High Heal Baseball 

0398 

$35 

Links LS Valhalla 

NOW 

$17 

PBA Bowling 2 

0398 

S3 

Brunswicks Bowling 

04/98 

$39 

Jack Nicklaus Goll 6 

NOW 

$39 

MS Baseball 3D 

G498 

$45 

PGA Tour Pro 3-0 

0398 

$5 

FIFA Road WiiaCp 98 NOW 

$46 

Legends ol FB 98 

NOW 

$39 

Madden FB 98 

NOW 

$45 

Tuple Play 99 

0398 

$4 

FPS Baseball 98 

NOW 

$28 

Lmkls Crse Ubr MeaNOW 

$19 

March Madness 98 

NOW 

$45 

VR Baseball 99 

0698 

$■ 

FPS Fooibalise 

NOW 

$29 

Links LS 90 

NOW 

$33 

NBA Live 98 

NOW 

$45 

Worldwide Soccer 98 NOW 

S3 




COMPUTER GAMES: ADVENTURE 





Abyss: tncldnlEuropa08/9B 

$43 

Gabriel Knight 3 

0698 

$48 

Pandora Directive 

NOW 

$29 

Star Trek Biith Fed 

0598 

ss 

Adrenix Crisis 

03/98 

S45 

Grim Fandango 

06.98 

$48 

Pirates! Gold 

NOW 

$19 

Slai Trek SFA Mssn 

0398 

$1 

Alien Earth 

03/98 

$45 

Heart ol Darkness 

08.98 

$42 

Planellall W95 

0398 

544 

Slai TikJdg RtColl 

NOW 

s: 

Alien Intelligence 

03/98 

$45 

Journeyman PtD)cl 1 

NOW 

$45 

Quest tor Glory S 

0599 

S48 

Slai Trk Sir Fit Acad 

NOW 

$4 

Badlands 

tO/9B 

$48 

KQ8:Maskol Eternity 0698 

$48 

Redguard 

0398 

$54 

Starship Titanic 

0398 

$4 

Black Daniia 

03/98 

$40 

Last Express 

NOW 

$42 

Respect Inc 

0598 

S45 

Sir Trk Sert VIcn Fry 08/98 

Sr 

Blade Runner 

NOW 

$53 

Lersure Suit Larry 7 

NOW 

$40 

Return to Krondor 

1298 

$45 

Tilanic Jrny Out Time NOW 

s: 

Curse ol Monkey Isl 

NOW 

$39 

Myst 2: Riven 

NOW 

$44 

Riana Rouge 

NOW 

$29 

Warcrall Lord olClns0698 

S4 

Dark Camelol 

03/98 

$48 

Ol Light Oarknsss 

0398 

$45 

Sanitarium 

0598 

S44 

Zoik: Grnd Inquisito 

NOW 

Sr 

Fighting Fanlasy 

04/98 

$40 

Overseer 

NOW 

$39 

Space Quest 3000 

0199 

$45 

Zoik.Neniesls 

NOW 

$2 

1 HINT BOOKS 

Age o! Empires 

NOW 

$15 

Duke Nukm 3D 

NOW 

$19 

MS Flight Sim 98 

NOW 

$18 

Red Barnn 2 

NOW 

$1 

Agents ol Justice 

03/98 

$16 

Ealhsiego 3 

0698 

$16 

MechCnmmandef 

0798 

$16 

Return to Krondor 

NOW 

$1 

Alpha Centaiirl 

06/98 

$16 

F-15 

0398 

$16 

Mechv/arfior3 

06/90 

$16 

Sin 

05/98 

$• 

Baltlesplre 

NOW 

$17 

Falcon 4.0 

0698 

SIS 

Mights Magic 6 

03/98 

$16 

Staicraii 

03/98 

$1 

Blade Runner 

NOW 

$16 

Hall Life 

06/98 

S16 

Myth 

NOW 

$16 

Ultima 9 Ascension 

1198 

$• 

Caesar 2 

NOW 

St6 

Heroes MiM 3 

07/98 

SIS 

Populous 3 

05/98 

$16 

Ultima Collection 

NOW 

$1 

Curse nl Monkey Is 

NOW 

$16 

Journeyman Project 3 NOW 

SI6 

Prey 

07/98 

$18 

Ultima Online 

NOW 

$1 

Dalkalana 

0498 

sts 

King's Quest 8 

0698 

SI6 

Privateers 

10/98 

$16 

Unreal 

05/96 

$1 

Dark Forces 2 

NOW 

$16 

Links LS 93 

NOW 

$16 

Quake 2 

NOW 

$15 

Wing Commanders 

NOW 

S' 

Diablo 

NOW 

$16 

Mf Cybeislorm 2 

0398 

sia 

Rebellion 

0398 

$16 

X-wingvs Tie Fightr 

NOW 

$1 

1 COMPUTER GAMES: ADULT 

101 Sex Positions 

NOW 

$24 

Adventure Kid 

NOW 

S19 

Anal Blackjack 

NOW 

$28 

Asian Pearls 3 

NOW 

$2 

101 Sex Positions 2 

NOW 

$24 

Adventure Kid 

NOW 

$19 

Anal Rom 2 

NOW 

$39 

Asian Silk 

NOW 

S 

2069 Oriental Sex OdysNOW $49 

Attairs ot Heart 

NOW 

$19 

Anlhony's Desue 

NOW 

$19 

Asians In Wondeiiand NOW 

$• 

30 Darling 

NOW 

$19 

All Night Long 

NOW 

$19 

Arabian Nights 

NOW 

$39 

AssTroids 

NOW 

s 

3D Dream Girls 

NOW 

$19 

Aiieycats 

NOW 

$39 

A5hlynGereRlts2 

NOW 

$24 

BJ Babes 

NOW 

s 

5lh Dimension 

NOW 

$9 

Amateur Models 

NOW 

$22 

AslaX 

NOW 

$29 

Babe Patiol 

NOW 

s 

Ace In the Hole 

NOW 

$39 

Amateur Photo GalleryNOW 

$9 

Asian Debulanles 

NOV/ 

$18 

Bacchus Six Pack 

NOW 

$4 

Aduii Image Lib 2 PiusNOW 

$29 

American Sweelhrts 

NOW 

$19 

Asian Paradise 

NOW 

$29 

Bacchus Six Pack |Gay)NOW $ 

Adull Image Library 

NOW 

$19 

Amorous Asia GIrIZ 

NOW 

$19 

Asian Pearls 

HOW 

$29 

Bachelor Parhy 1 

NOW 

s 

Adull Image Library 2 MOW 

$19 

Anal Aslan 2 

NOW 

$19 

Asian Pearls 2 

HOW 

$29 

Bad Girls 

NOW 

s 


www.computergaming.com/infolink 







COMPUTER GAMES: STRATEGY 


NOW S38 
04(98 $49 
NOW S46 

07/98 S44 


C&C 

: i C 2 Tbi 

CSCGoldt 
C & C HA fl( 



Dominion Storm 03/98 S35 
Dime 2000 09'98 $48 

Dungeon Keeoei NOW S39 
Dungeon Keeper GoW03/98 $45 
Dungn Kpr Dpt OngnsNOW Si9 
Earth 2140 NOW $36 

East Meets West 03/98 $46 
Entrepeneur 
Extreme Tactics 
Fragile Allegiance 
Freedom in Galaxy 
Galactic Milage 
Guardians: AgntsJst 05/98 $47 
Heist 04(38 $44 

Heroes M&M 2 NOW $26 
HcroesMSM2ExP1i NOW $19 
Heroes M&M WD5 NOW $19 
Heroes olM& M 3 08/98 $44 
Hidden V/ars 04/98 $48 
History ol World HOW $39 
Hollywood Mogul NOW $39 
Imperalism NOW $29 

Impetium Galacllcn NOW $32 
In the First Oegree NOW $45 
incubalion NOW $39 

IncubalioniWilOernss 04/38 $48 
Industry Giani 04/93 $46 
Jaggd Alinc Ddiy Gmc NOV/ $14 
Jagged Alliance 2 
KKND Extreme 
LEOWats 
Liberal/un Day 
Lords Realm 2 


NOW $34 Stai Command Dl. 


Rebellion 
Risk 
SWAT 2 
Sentient 

Sentinel Returns 
Settlers 2 Gold 
Settlers 3 
Seven Kingdoms 


NOW $29 
03/98 $48 
NOW $39 


06/98 $44 
NOW $19 
10/98 $42 
03'38 $33 
NOW $34 


Realm2ExpPkN0W $28 


Siege 
SimCity 2000 Spec 
SlmCity 3000 
SlmSalari 
Soldiers at War 
Spaoftvard Ho! 
Speed Tribes 


NOW $35 
08/98 $35 
EdNOW $39 
05/96 $54 
03(38 $26 
03/98 $43 
NOW $24 


RiKMl Paici 
I NOW $42 

4 1038 $48 

06/98 $46 
03/98 $48 

laasion 03/98 $30 
NOW $38 

5 05/98 $42 

er 0638 $44 

0838 $46 
Itans 0538 $44 
ars NOW $45 
Ital NOW $42 
ation NOW $45 
:re Ctgey 0438 $24 
coon Dix NOW $25 
0438 $39 

1 0638 $44 

2 05/93 $46 

NOW $29 
0538 $46 

/ortds 04/98 $44 
0438 $46 
NOW $46 
rChsGle0638 $44 
)lx NOW $41 
NOW $36 
0838 $45 
NOW $34 
he Kings 0338 $46 
NOW $29 
K-Com Apocalypse NOW $34 
X-Com Inteiceplor 1238 $48 
X-Com UFO Defense NOW $19 
X-Fiie 0898 $45 


Waitpin 
Waivrmd I 
Wisdom 0 
Wdims 2 


COMPUTER GAMES: WAR 


Satllegrnd WalBiloo NOW $28 Opemonl Art ol War 05/98 $39 


Over the Reich NOW $39 
PacilicTide 0838 $4$ 

Panrei Commander 0638 $45 
Rawer General 2 NOW $37 
Pawerblitz 10/98 $42 

People's General 10/98 $42 
Prelude to Walerlpu NOW $39 
Semper Fi NOW $35 

Sid Meiei s Geitysbig NOW $45 
Steel Panthers 3 NOW $34 


BOARD GAMES 


' $25 Field Command NOW $30 

' $38 Geionimo NOW $32 

' $42 Go HOW $22 

' $29 Grand Prix NOW $19 

' $35 Greal War at Sea 1 NOW $32 

' $21 Hannibal NOW $32 

' $19 History ol the World NOW $27 

' $34 Hobbit Adventure NOV/ $29 

' $42 Jena NOW $38 

' $42 Knighlmare Chess NOW $13 

' $39 Krleg! NOW $36 

' $25 Ktieg! Expansion NOW $9 

' 327 Lionheart NOW 835 

WS38 Longslreel s Assaull NOW $22 


Lunch Money 
Napoleon s Baines 
Necromunda 
Over Ihe Reich 
Panzer Leader 
Ouebec 1759 
Rail Baron 
Rebels & Redcoats 1 
Republic ol Rome 
Robo Rally 


ROLE PLAYING GAMES 


Cyberpunk 2020 NOW $17 
Deadlands Ruiebook NOW $27 
Greal Rail Wats NOW $39 
Oragoniance 5ih Age NOW S2I 
Eailhdav/n NOW $18 

GURPS Ruiebook NOW $20 


Macross 2 
Mage 2nd Ed. 
Mechwarrior 
01 Gods And Men 
Palladium Fantasy 
Pendragon 4tii Ed. 


Heroes Unlirniied NOW $18 Robolecn 


COMPUTER GAMES: ROLE PLAYING 


FinalFantasyVIl 06/98 $44 
Lands Lore Grdns Osl NOW $34 
Mights Magic 6 03/98 $46 

Might & Magic 6 LE 03/93 $58 
Realms ol Haunting NOW $39 
Rims Ark Shadow RvaNOW $29 
SeoterraCore 0638 $48 
Shadows ol Death 0338 $43 
Star Trk Final Unily NOW $32 


NOW $16 
NOW $23 
NOW $59 
NOW $30 
NOW $23 
NOW $22 
NOW $23 
NOW $25 
NOW $29 
NOW $33 
NOW $25 
NOW $33 
NOW $39 
NOW $35 


NOW $11 
NOW $21 
NOW $13 
NOW $22 
NOW $20 
NOW $19 
NOW $21 
NOW $11 


Steel Pnihts 3 Cmp 1 0138 $15 
StlPnincr5Cmpl-2eaHOW $15 
TACOPS98 0438 $29 

T3nkHB5islancB20240338 $30 
Third Reicn NOW $29 

Tides ol War 053 8 $36 

VViClory Bundle NOW $28 

War in Europe 0438 $48 

WaiomeCSSrt/CmpNOW $19 
Whistling Death 0438 $40 


)lx NOW $39 

Caian NOW $30 

lolmes NOW $20 

hOlx NOW $42 

.55 3D NOW $35 

k NOW $65 

der NOW $23 

Battles NOW $25 

Arena NOW $17 

er40K NOW $59 

er Fantasy NOW $59 

er Quest NOW $59 


Isivl 


RuneQuest NOW $13 

Shadowiun 2nd Ed NOW $20 

StarWats Revised HOW $25 

Traveller HOW $24 

Trimly NOW $25 

Vaiiiiiite 2nd Ed. NOW $24 

Warhammer Fantasy NOW $24 

Wilchctall NOW $20 


lattlespite 
letrayalin Aniara 


08/96 $45 
NOW $51 
HOW $35 
NOW $34 
NOW $39 
0738 $49 
NOW $25 
0338 $44 


WrScfflsMrtowind 0738 $54 
'Me 06/98 $45 

iveiQuesI 06/98 $44 

•RDesceniUndetminNQW $42 


1038 $46 
NOW $18 
1238 $52 
NOW $53 
10/98 $50 
V/izardry Gold W95 NOW $15 


FREE GAME OFFER! 


Spend Ihe speclllod amount on any in-slack sollware and 
cltoosc one liae ISM game Irpm the corresponding list. 
Request must be made al lime ol order. Oiler good on In-sli 
sQllware only, while supplies last. Valid through 5/28/96. 


Origamo 3.5. Rise ol Triad CD. ESPN Sporls Shorts CD. 
Ourncycle CD 
SPEND S100 

Bailies Desllny 3.5. Cyberjudas CD. Ravenloll Bundle CD. 
Tolal Mayhem CD 
SPEND $200 

Alone In Dark 3.5. Well CD. Greal Naval Bailies 3 & 4 CO. 
Flight SImTaolliil 3.5 


www.cdmag.com/chips.htmi 

orcall1-800-699-4263 


Source Code 1099G 


■MECH COMMANDER' is Q new real-time action strate- 
gy game of tactical combat and resouce management 
set in the stunningly detailed BattieTech universe. 
Players direct up to 1 2 individual Mechs as they assault 
dozens of enemy Mechs, Elemerlals, and Armored 
Vehicles. 

Mierprose (Strategy) 

Release Date: 5/98 PC CD $45 
‘ALPHA CENTAURl'.A mother ship's human cargo flee- 
ing earih in the 22nd century splits into 7 factions in 
route to Ihe sell-titled destination. Colonists can ter- 
raform land, changing topography to suit needs. 
Determine your infant civlilzatlons modus operendi. 
Design your own military units. 

Electronic Arts(Strategy} 

ReleaseDale: 8/98 PC CD $48 
'STARCRAFT' You miisl gather your resources to 
accomplish your goals, either freedom or galactic dom- 
ination. Play 30 diflerent missions in space, on planets, 
v/ithin inslallalions. Scenario and map editor allows you 
to create your ov/n campaigns. 

Blizzard (Strategy) 

Release Date: 4/98 PC CD $48 

'WAR BREEDS' Choice of four alien clans, each v/ith 
iinidue skill sets and atlribules. Capture your enemies’ 
genes through conquest and use that knowlegde to 
customize your own units. Infinitely Customizable units 
ihrough genetic engineering lor optimal strength in bat- 
tle. Unique Alliance./Coop mode ol gameplay, 

Red Orb (Strategy) 

Release 4/98 PC CD $48 
'JAGGED ALLIANCE H' features over SO characters, 
each with unique speech, body, and attitude. Plan your 
strategy in turn-based mode, or play in fast and lurious 
real time. Cut supply lines, call in air strikes, and 
maneuver vehicles in state-ol-lhe-art tactical combat. 
Take on your friends via network, modem and internet 
play. 

Sir Tech (Strategy) 

Release Date: 6/98 PC CD $44 
‘STAR WARS REBELLION' A Star Wars fantasy come 
trun, with 55 characters and real-time play. Strategy 
portion lets players manage manufacturing. Heel 
deployment and mission assignments. Innovative real- 
time 3D tactical component lets players micromanage 
battle sequences. 

Liicasarls (Strategy) 

Release Date: NOW PC CD $51 
DIAMOND MONSTER 3D H' This 3D add-on upgrade 
card works with your existing 3D graphics card or 
2D/3D combo card. It delivers 3D more shockingly teal 
lhan anything you've ever seen! Using Ihe next genera- 
tion 3Dlx Voodoo2 chipset, Diamond Monster 3DII sim- 
ply blows away previous standards ol performance. 
Diamond (Hardware) 

Release Date: NOW PC $229 
'CH PRO THROTTLE' Loaded v/ith programmability 
anO lunctionallly. Easy point-and-click programming 
capabilities. 20 Programmable functions, storing over 
400 macros. You can program each ol Ihe four 4-way 
sv/ilches and four push buttons on the device to do 
whatever you would like. 

CH Products (Hardware) 

Release DatetNOW PC $84 
'ULTIMATE RPG ARCHIVES' 12 award-winning RPG's 
in one package! Bard's Tale.M&M World of Xeen, 
Slonekeep, Ullima Underworld l&ll, Dragon Wars, 
Wasteland, Wizardry Gold. A must-havo colieclion. 

CH Products (Roleplaying) 

Release DatetNOW 
PC CD 


Interplay (Roleplaying) 
Release Date: 8/98 PC Cl 







‘BALOUR’S GATE' is s 

Uses a transparent interface 
real-time modification of Ihe 
ADD rules system. There are over 60 monsters to light, 
you control a party of six each with unique abilities 
mid personas. 


: CD $45 

'MIGHT & MAGIC VI’ The Mandate of Heaven, the 
newest M&M edition contains an integral time 
clock v/ilh multiple plots and story lines. Unique ‘skill 
based' character development and over 1000 miles of 
virtual terrain! 

3DO/New World (Roleplaying) 

ReleaseDale: NOW PC CD $46 


'isa. MC and Discover accepted. Cited 

nd shipping limes are approximale. n.. . .. 
ante product All sales Imal. Call lot details. Ship 
laced and Ihe "per iiem' cliaige is charged once loi each iterr 
icIuOe a tZ-monlh subscripbon starling wlh the Feb 1998 is; 


B [While supplies lasi) ot Compuler Gz 


8. Puce, availability, otler subject lu 


ce lof each stiiomeni we make to you. E 


MPDlj ZJCiis ZEiz 


S2 00 S2.00 
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A MONTHLY SURVEY OF CGW SUBSCRIBERS 


THE COMPUTER GAMING POLL 



ach month, 2,000 CGW subscribers are selected at random to rate 100 computer games. The results of that poll are combined 
with the results of previous months to yield a cumulative average for the best plays in gaming. If you receive a ballot, please return 
it with your ratings so that other gamers and game publishers can benefit from your feedback. 


TOP ACTION GAMES 


1 Quake Pack 2; Dissolulion of Elernily Id Software/Rogue 

2 Quake Pack 1; Scourge of Armagon Id Software/Ritual 

8.81 

8.78 

3 Jedi Knight; Dark Forces if 

LucasArts 

8.49 

4 Duke Nukem 3D 

3D Realms 

8.22 

5 Tomb Raider 

Eldos 

8.19 

6 Quake 

id Software 

8.01 

7 The Need for Speed SE 

EA 

7.90 

8 Mofo Racer 

EA 

7.72 

' 9 Crusader: No Regret 

EA/Origin 

7.66 

! 10 Interstate 76 

Activision 

7.39 



The Pandora Directive 

Access 

8.21 

Gabriel Knigbt 2 

Sierra 

8.19 

The Curse of Monkey Island 

LucasArts 

7.83 

Twlnsen's Odyssey 

Activision 

7.82 

RAMA 

Sierra 

7.68 

Riven 

Red Orb Ent. 

7.67 

Realms of the Haunting 

Interplay 

7.67 

The Neverhood 

DreamWorks 

7.60 

The Last Express 

Red Orb Ent. 

7.49 

Circle of RIood 

Virgin 

7.48 



You Don'l Know Jack 3 

Berkeley Systems 

8.59 

You Don'l Know Jack 2 

Berkeley Systems 

8.51 

You Don'l Know Jack 

Berkeley Systems 

8.20 

You Don'l Know Jack TV 

Berkeley Systems 

8.07 

You Don'l Know Jack Movies 

Berkeley Systems 

8.07 

You Don't Know Jack Sports 

Berkeley Systems 

7.70 

Power Chess 

Sierra 

7.30 

Lose Your Marbles 

SegaSoft 

6.58 



1 Links LS 

Access 

8,61 

2 NHL9B 

EA Sports 

8,49 

3 NBA Live 98 

EA Sports 

8,38 

4 NASCAR Racing 2 

Sierra 

8.18 

5 NHL 97 

EA Sports 

8.05 

6 GrandPrix2 

MicroProse 

7.97 

7 NBA Live 97 

EA Sports 

7,91 

8 Triple Play 98 

EA Sports 

7.76 

9 Jack Nlcklaus 4 

Accolade 

7,61 

10 Triple Play 97 

EA Soorts 

7.42 


2 AH*64 Longbow 

EA/Origin 

8.08 

3 MechWarrIor 2; Mercenaries 

Activision 

7.90 

4 Silent Hunter 

SSI 

7.83 

5 U.S. Marine Fighters 

EA 

7,79 

6 EF2000 

Ocean 

7.56 

7 Flight Simulator 98 

Microsoft 

7,49 

U.S. Navy Fighters 

EA 

7.49 

9 Heavy Gear 

Activision 

7.45 

10 Advanced Tactical Fighters 

EA 

7,35 


n TOP STRATEGY GAMES 

1 Heroes H; Price ol Loyally 

New World Computing 9.09 

2 WarCratt li Expansion Disk 

Blizzard 

8,83 

3 WarCraft 11 

Blizzard 

8.71 

4 Heroes li 

New World Computing 8.69 

Civilization II 

MicroProse 

8,69 

6 Total Annihilation 

GT Interactive 

8.68 

7 Red Alert 

Virgin/Westwood 

8,66 

8 Red Alert; Countersirike 

Virgin/Westwood 

8.41 

9 C&C; Covert Operations 

Virgin/Westwood 

8.16 

10 Civilization tl: Scenarios 

MicroProse 

8.15 




Blizzard 8.63 

Interplay 8.38 

Bethesda 7.29 

New World Computing 7.09 
Westwood 6.83 

Origin 6.19 




TOP WARGAMES 


Steel Panthers II Campaign Disk 

SSI 

8.68 

Steel Panthers Campaign Disk 

SSI 

8.58 

Panzer General 11 

SSI 


Sid Meier's Gettysburg 

Firaxis 

8.35 

Steel Panthers 11 

SSI 

8.27 

Battleground: Shiloh 

TalonSoft 

7.99 

Tigers on the Prowl 2 

HPS 

7.97 

Battleground: Bull Run 

TalonSoft 

7.88 

Battleground: Napoleon In Russia 

TalonSoft 

7.87 

Battleground; Aniietam 

TalonSoft 

7.86 


▲ 



TOP 100 GAMES 




-k 1 

Heroes li: Price of Loyalty 

New World Comp, 

ST 

9,09 

2 

WarCraft II Expansion Disk 

Blizzard 

ST 

8,83 

k 3 

Quake Pack 2: Dissolution of Eternity id Software/Rogue 

AC 

8.81 

4 

Quake Pack 1: Scourge of Armagonid Software/Ritual 

AC 

8.78 

5 

WarCraft 11 

Blizzard 

ST 

8.71 

6 

Heroes 11 

New World Comp. 

ST 

8.69 


Civilization II 

MicroProse 

ST 

8.69 

8 

Total Annihilation 

GT Interactive 

ST 

8,68 

★ 

Steel Panthers il Campaign Dish 

SSI 

WG 

8.68 

10 

Red Alert 

Virgin/Westwood 

ST 

8,66 

A 11 

Diablo 

Blizzard 

RP 

8.63 

A 12 

Links LS 

Access 

SP 

8.61 

★ 13 

You Don’t Know Jack 3 

Berkeley Systems 

CP 

8,59 

14 

Steel Panthers Campaign Dish 

SSI 

WG 

8.58 

15 

Panzer General 11 

SSI 

WG 

8,52 

16 

NHL 98 

EA Sports 

SP 

8,49 


Jedi Knight; Dark Forces II 

LucasArts 

AC 

8.49 


You Don't Know Jack 2 

Berkeley Systems 

CP 

8.49 

19 

Red Alert: Counterstrike 

Virgin/Westwood 

ST 

8.41 

20 

NBA Live 98 

EA Sports 

SP 

8,38 


Fallout 

Interplay 

RP 

8.38 

22 

Sid Meier's Gettysburg 

Firaxis 

WG 

8,35 

★ 23 

Wing Commander IV 

EA/Origin 

51 

8.28 

24 

Steel Panther II 

SSI 

WG 

8.27 

25 

Duke Nukem 3D 

3D Realms 

AC 

8.22 

k 26 

The Pandora Directive 

Access 

AD 

8.21 

27 

You Don't Know Jack 

Berkeley Systems 

CP 

8.20 

28 

Tomb Raider 

Eidos 

AC 

8,19 


Gabriel Knight 2 

Sierra 

AD 

8,19 

30 

NASCAR Racing 2 

Sierra 

SP 

8.18 

31 

C&C; Covert Operations 

Virgin/Westwood 

ST 

8,16 

32 

Civilization If: Scenarios 

MicroProse 

ST 

8.15 

33 

You Don't Know Jack Movies 

Berkeley Systems 

CP 

8.13 

34 

Civilization II; Fantastic Worlds 

MicroProse 

ST 

8.12 

35 

AH-64 Longbow 

EA/Origin 

SI 

8.08 

36 

You Don't Know Jack TV 

Berkeley Systems 

CP 

8.07 

37 

NHL 97 

EA Sports 

SP 

8.05 

38 

Quake 

id Software 

AC 

8.01 

39 

Battleground; Shiloh 

TalonSoft 

WG 

7.99 

40 

Tigers on the Prowl 2 

HPS 

WG 

7.97 


Grand Prix 2 

MicroProse 

SP 

7,97 

42 

NBA Live 97 

EA Sports 

SP 

7.91 

43 

The Need for Speed SE 

EA 

AC 

7.90 


MechWarrior 2; Mercenaries 

Activision 

SI 

7.90 

45 

Battleground: Bull Run 

TalonSoft 

WG 

7.88 

46 

Battleground: Napoleon In Russia 

TalonSoft 

WG 

7.87 

47 

Battleground: Antietam 

TalonSoft 

WG 

7,86 

48 

Silent Hunter 

SSI 

SI 

7.83 


Curse of Monkey Island 

LucasArts 

AD 

7.83 

50 

Twinsen’s Odyssey 

Activision 

AD 

7.82 



51 

U.S. Marine Fighters 

EA 

SI 

7,79 

52 

Achtung Spitfire 

Avalon Hill 

ST 

7.76 


Triple Play 98 

EA Sports 

SP 

7.76 

54 

Mote Racer 

EA 

AC 

7.72 

55 

Battleground; Waterloo 

TalonSoft 

WG 

7,69 


You Don't Know Jack Sports 

Berkeley Systems 

CP 

7.69 

57 

Rama 

Sierra 

AD 

7,68 

58 

Realms of the Haunting 

interplay 

AD 

7.67 


Riven 

Red Orb Ent. 

AD 

7.67 

60 

Crusader: No Regret 

EA/Origin 

AC 

7.66 

61 

Jack NIchlaus 4 

Accolade 

SP 

7,61 

62 

The Neverhood 

DreamWorks 

AD 

7.60 

63 

Jagged Alliance: Deadly Games 

Sir-Tech 

ST 

7.58 

64 

EF200D 

Ocean 

SI 

7,56 

65 

East Front 

TalonSoft 

WG 

7.51 


Battleground: Getlyshurg 

TalonSoft 

WG 

7.51 


Dungeon Keeper 

EA/Bullfrog 

ST 

7.51 

68 

Flight Simulator 98 

Microsoft 

SI 

7,49 


U.S. Navy Fighters 

EA 

SI 

7,49 


Last Express 

Red Orb Ent. 

AD 

7.49 

71 

Circle of Blood 

Virgin 

AD 

7,48 

72 

Heavy Gear 

Activision 

SI 

7.45 


Spycraft 

Activision 

AD 

7.45 

74 

Triple Play 97 

EA Sports 

SP 

7.42 

75 

Power Chess 

Sierra 

CP 

7.40 

76 

Interstate '76 

Activision 

AC 

7.39 


Age of Rifles Campaign Disk 

SSI 

WG 

7.39 


MDK 

Piaymates/Shiny 

AC 

7,39 

79 

Dark Reign 

Activision 

ST 

7,37 


Abe's Oddysee 

GT Interactive 

AC 

7.37 


NBA Live 96 

EA Sports 

SP 

7.37 

82 

CivNet 

MicroProse 

ST 

7.36 

83 

Advanced Tactical Fighters 

EA 

SI 

7,35 


PGA Tour Pro 

EA Sports 

SP 

7.35 


Myth 

Bungle 

ST 

7.35 

86 

Fantasy General 

SSI 

ST 

7,34 


Lords of the Realm II 

Sierra 

ST 

7,34 


X-COM 3 

MicroProse 

ST 

7.34 

89 

FPS Football Pro '96 

Sierra 

SP 

7.32 

90 

Daggerfall 

Bethesda 

RP 

7.29 

91 

Leisure Suit Larry 7 

Sierra 

AD 

7.26 


688(1) Hunter/Killer 

EA/Jane's 

SI 

7.26 


X-Wing vs. TIE Fighter 

LucasArts 

SI 

7,26 

94 

FPS Football Pro '97 

Sierra 

SP 

7.24 

95 

imperialism 

SSI 

ST 

7.19 


Theme Hospital 

EA/ButIfrog 

ST 

7.19 


FIFA 97 

EA Sports 

SP 

7.19 


Hexen II 

Activision 

AC 

7.19 


Robert E. Lee: Civil War General 

Sierra 

WG 

7.19 

100 

Virtual Pool 

VR Sports 

SP 

7.16 


Games on unnumbered lines are tied with game on line above. 'A = Top game of type. Red = New Game, AD = Adventure, RP = Role-Playing, SI = Simulation/Space Combat, 
ST = Strategy, WG = Wargame, AC = Action, SP = Sports, CP = Classic/Puzzie. Games are retired after two years and become eligible for the Hall of Fame. 


HALL OF FAME 


A 


Welcome to the Cooperstown of Computer Games. Here yeu'll find, raised upon pedesfals, fhe 
games fhaf broke the records, estabtlshed the benchmarks, and held gamers in delighted trances for hours untold. 


Alone in the Dark (i-Motion, 1992 ) 



Lovecraltian horror goes 3D, with shifting 
camera angles adding to the creepy atmos- 
phere. 

Baltle Chess (interplay, 1988) 

The Franklin Mint ot computer chess games, 
with violent and funny animation disguising a 
solid chess engine, 


- Betrayal at Krondor 

(Oynamix.1993) 

As rich and imaginative as Raymond Feist's world itself; its 3D 
perspective was fresh. 


Chessmaster (Software Toolworks, 1986) 

The Cadillac of castling, this chess masterpiece gets better 
with each version. 


Command & Conquer 

(VirginlWestv/ood Studios, 1995) 

Moved b^ond Duhe it with innovative fealtires and multiplayer . 
play, almost singie-handedly causing the current reai-time strat-. 


Dungeon Master (PTL Software. 1987) 

Trend-setting graphics, digitized stereo, and great hack-and- 
■ siash from a decade ago. 

Day of the Tentacle (lucasArts, i993) 

Offbeat sequel to. Maniac Mahsiom; the interactive equivalent of 
a classic Chuck Jones cartoon, 

. DOOM fid Software, 1993) 
i Revolutionized PC action games and network gaming: sur- 
i passed in technology but not gameplay 


Earl Weaver Baseball (ea,1986) 

Revolutionary physics-based traseball game that pleased both 
action and statistics Ians. 


Empire (fnterstel, 1978) 

WWII in space, this mainframe transplant brought elegant 
mechanics, depth, and unending replayability to the PC. , 


King's Quest V (Sierra On-Une, 1990) 

Redefined the graphic adventure with non-text-based parser 
and VGA graphics, 

LemminssiPsygnosis, 1991) 

The lovable cartoon Lilliputians were hits on every platform. 

Links 386 Pro (Access Softvrare, 1992) 

Topped the leader board in graphics and realism for its era, 

IVl-1 Tank Platoon (MicroPtose, 1989) 

Realistic sim that properly focused on armored formations 
rather than single vehicles; good mission designs. 

master of magic (MicroProse, 1994) 

The atmosphere and variety of Magic: fhe Gathering with the 
sophistication o( Civiuzation. 

master el Orion (MicmProse, 1993 ) 

Remarkable diplomatic Ai; deep and varied technology tree; 
aliens required radically different playing styles. 

meoii Brigade (ssi, 1985) 

Modern armored battles with improved 
Kampfgruppe system and more real- 
ism. 

MechWarrior 2 (Activision, 

1995) 

A serious treatment o( Mech design 


bailies, legitimized “giant robot simulations. ’’ 

Might & Magic (NewVi/orld Computing, 1986) 
First-person, maze-based RPG with huge environment and 
tough tactical combat. 

M.U.L.E. (EA. 1983) 

A landmark multiplayer strategy game that had no weapons ol 
destruction, just cutthroat competition that made economics 
fun. 




F-19 SlealM Figlller(MictoProse;1988) 

A “thinking man's" sim. with great missions, in 
which sneaking around is as fun as dogfighiing. 

Falcon 3.0 (Spectrum HofoByte, 1991) 
Tough, detailed jet sim with ambitious At, grapb- 
;• ics, and connectivity to match its realism, 

Front Page Sgons Football Pro 

: (Dynamix, 1993)- 

Ph^ics-based system, good AI, and unmatched 
■ career play make Ibis die ultimate in pigskin play. 


Geltvsburg: The Turning Point (ssi, 1986) 

. First variable order of battle changed the look ot all American 
. Civil War games on the PC. 

Gunship (MicroProse, 1989) 

: Great character continuity, R&R for fatigued pilots, and even 
sick leave; best chopper fare until Jaue’s Longbosv.- 

Harpeen (360 Pacific, 1989) 

in-deplh modern naval Patties in real-time, based on Cold iter 

fears. 

Kampfgruppe(SS!,i985) 

Armored warfare on VVWH's Eastern Front, offered engaging . 
battles on multiple platforms. 


Panzer General (ssi, 1994) 

A truly lun wargame with an elegant interface, great cam- 
paigns, strong AI, good graphics, and impressive 
sound. 

Red Baron (Dynamix, 1990) 

WWi air combat wilh great graphics, incredible realism, 
and a versatile replay feature. 

Sid Meier's Civilization (MicroProse, 
1991) 

CGW’s #1-rated game o! all time; indescribably addictive 
world conquest/exploralion game 

Sid kleier'S Pirates (MicroProse, 1987) 

Without a doubt the most successful hybrid of all time, Ibis 
combines pirate adventure wilh ele- 
ments of action, role-playing, and strat- 
egy games. 

Sid Meier’s Railroad 
Tycoon (MicroProse, ’90) 

SimCity meets 1830 wilh robber 
barons (or emphasis. 

SimCity (Maxis, 1987) 

Urban planning with tascinaling consequences and 
challenges: the first great software toy 





▲ 


.StarfliSilt(EA,1986) 

Depth, great characters, and a good sci-ti storyline set early 
standards for RPGs, 

The Bard's Tale(EA, 1985) 

Pioneered three-point animation, 3D color mazes, and 
automapping. 

The Secret ol Idoehey Island (LucasAris. '90) 

. Comedy adventure (hat set new standards in writing quality 
^ and social sensitivity. 

Tkeir Finest Hour(UjcasArls, 1989) 

WWi! sitn With great campaigns and crew member options lhal 

■ some current sIms lack. 

TIE Fighter (UicasArts. 1994) 

Most satisfying Star Wars space-combat 

- game to date lets you live on the dark 
. side 

Ultima ill (Onnic Svstnrns, 

,1983} 

Coherency and surprising subtlety 
emphasized role-playing, and.set the 
tone for later Umas. 

: Ultima IV [Origin Systems. 1985) 

: High-concept FiPG explored meaning of virtue and pul the role 
' in role-pl^ng. 

. Ultima VI (Origin Systems, 1990) 

' RPG as morality play, replete with moral choices, realistic envi- 
. tons.and more conversations, 

Uitima Underworld (Origin Systems. 1992) 

The first truly 3D RPG, and stili the most convincing: its dungeon 
( walls were.nicefy “painted" with texture-mapped graphics. 

War in Russia (ssi, 1934) 

More realistic than Easiern Front, It captured tlie essence of 
me largest land campaign in history. 

Wasteland (Interplay, 1986) 

; Derived from Mike Stackpole's./Werce/?awes, Spies, and Private 
Eyes, ihl’s is the definitive postapocalnitic RPG. 

Wing Cammander (Origin Systems, 1990) 

; A hot spaceflight engine,iunfofding story path, and great char- 
’ aclers. • 

Wing Gommander II (origin Systems, 1991) 
..Darker story, grittier teel, sound card advances, and tougher AI 
made this a sequel Qf sequels. ■ 

wing Cammander III (Origin Systems, 1994) 

Surprisingly satisiying FMV space opera didn’t lose the 

■ essence of (he space-combat game, 

wizardry (Sir-Tecn software, 1981) 

. Defined the computer RPG with maze-based viewpoint and 
. atmospheric speli names. 

Wolfenstein 3-0 (id Software, 1992) 

• Smooth scrolling action blasltest cleverly updated the original, 

- and'pu! shareware back on the map, 

, X-GQM (MicroProse, 1994) 
i Premier tactical squad-level engine combined with alien tech 
research and pop culture for a sci-fi game nearly as addictive 
, as CwiUZATIOH. 

;Zork(lnfocom,1981) 

T The progenitor of adventure games on the PC; its humor and 
chaifexiging puzzles seem timeless. 
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188 

3Coni 

59<Mfxicm 

m\ 

149 

Intcq)lay'l5txIitctions, hr. 

VulatnFury 

114-115 

120 

3D&:lntacidi\c 

Vooc!(X)2 

132-133 

E 

Liras'Vts Entertaii tr rrntCo, 

JexliKiriglit 

164-165 

7) 

Access Sofitt’cuulix-. 

linksiS 

HW\ 

13 

h.taiS'Ms Eiitertair rr 1 xiil Co. 

Rdxilkxi 


SZ 

/VxEssSoftvv'^uc^lnc. 

StAxIrcws 

mm 

91 

MadCitz 

Parrtirr 

163 

241 

Access Sofl\\iiic,l]x. 

Tc\Miii])hr Overseer 

IIS-)I9 

153 

MGiM Inlcractive 

Waigrrnrts 

75-77 

104 

/Vrlaini 

Forstkai 

H-13 

KK) 

Micron I']cctrunics, hr. 

Milbiiii 

BS-129 

292 

Accolade 

BdfeMulli-tillcs 

2-3 

191 

Mic'Fol4i»c 

M-I^’anknatu)!! 

193 

Hi 

.Accolade 

Hardlwll6 
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152 

^'IiaoPll:)sc 

Magic:' 1 Ir Ciiiiir rii g DC 1 P 

^8 

230 

ActKi^i 

QtratrZ 

12-13 

282 

Microlknsc 

MeehCannxnxb 

>3-55 

235 

/VKanctxl C)l)ertech 

hicorrriiig 

2f>-Z7 

203 

Micirrikosc 

UltinxitcCK'2 

203 

105 

y^ieiMare 
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229 

98 
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S3 
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4-5 
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P'22 Air Dorninaixe 

176 

177 

Bine Byte Softuiire 

FaniK'ofCkrirxs 

92 

94 

ORIGIN Systen K, li r. 

I'-15 

6065 

178 

Blue B)1e Software 

GiuirNet&iVialch 

93 

97 

ORIGIN Sysiems, h rc. 

\VugComnxirxlcrl5xphcey 

GS 

265 

Bun^ Software 

Mytiillr Fallen 1 joids 

2-) 

134 

Pirarrlra 

P’Mruir'Iactics 

mw 

68 

Cli^&'BiLs 

vv\v\\'.cxhnirgcom/chi[K.html 

230-231 

195 

Real 3D 

IbiJBD 

196 

39 

CGDC 

GairDcvelqrr'sC>xifc[ence2()7,209 

198 

Red Oil? Pjitcitaii rnrni 

J(X]nrcyMan3 

18-19 

70 

Ct£atKeliibs,Inc. 

3DCard 

56 

* 

RipcxxdCanrs 
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106-107 

193 
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69 
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74 
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87 

Farthliik 

S.0,1, 
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95 
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S^irSoft 
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24 

115 
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110 

SrcrraOrvl irr 
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136-138 

116 

GdosLitcTcrtKc 

FmalFinlasyMI 

H4-145 

156 

SierraOrvLirr 

1 liiifLife 

155-157 

81 

empire InlcTcrtive 

TlieGolfl'm 

117 

130 

Sicn^tOivLirr 

LcLsirreSuitLiXTy' 

97 

257 

Falcc«i-N(xllivvest 

FalconM/\CHV 

127 

133 

Sicmt(9n-Dir 

LoKlsofiVlagic 

169 

9293 

GTIntcractKe Software 

DiikeNirkcmBD 

57,59 

99 

SiaraOr>-Liir 

SWAil 

152-153 

170 

Cl 'Interactive Software 

TofcrlAnniliilalion 

3f>37 

1‘74 

SicmrOi'r-I.iir 

VVONjrl 

22-23 

169 

GT Ii'ri.ciadKc Software 

Unrctr! 

C2-C4.i 

251 

Sinxrn & Schuster IntcTcr-thc 

Staisliiijl’rlanic 

140 

232 

Irriedible' I crlirxJo^ 

GdcbFIecGolf 

I7J 

239 

Strategic Simukitions, hr 

ParvcrCornmruxb 

m 

86 

interactive Magic 

AWIII 

58 

240 

Strategic Srmu]alroris,lnc. 

Soldiers at \^'^¥ 

IS6 

84 

frrfciactiveN'Ii^ 

misF 

47 

242 

TakMtsoft 

0}XT<rtiaiaL-Mof\\4ff 

173 
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Dwangf) 

174-175 

245 

Takrrvsoft 

Tribil Rags 

159 

72 
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hitcr-jscBDVoalcx) 

r>-7 

112 

IheBDOCornjwny 

AmgMcn 


262 

inteqDb'ftacluctkfl'ts.Irr. 

vAliaiiirtcII^eirc 

3(P31 

192 

41r3IX)Conrpirny 

HyildeatBascixtll 

1.82-IS3 

263 

InterpLiy Prcxliictions, Ir r. 

DieU’llrSvvDrtl 

120-121 

185 

TlxmdctScsrtTee'liiK^ogics 

4hiuxIerS(5it 

134 

166 

Interplay' Rockictioris, inc. 

PaBart 

20 

89 

Tcrlrtl Dilcrbrinr rrnlNcfwotk 

k;l 

71) 

162 

Inte[play'P[udLiclions,lir. 

FreeSixrcc 

7)413 

103 

Vh^r hrtenrIKe Fntettani. 

D.iwrrofWar 

16-17 

164 

Interj^y Prtxii rcticais, hr. 

Maxll 

160-161 

• 

Wai-Mait 

QrmputerSoftwvra; 

45 

77 

hiteqjW Prodirctioiis hr. 

Of I jgl rt ai rcl Darloicss 

100-103 

249 

WesIwixxlSlitdios 

DiiirCaX) 

167 

23 

into)^^' Fkxh tefons, hr. 

Powerlxxrtl^ing 

(M9 

196 

WemWoik 

litseballMcgLtl 

IS5 

71 
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Redire'kRrmpagc 
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199 

VWiutKVcHks 

GWI4cffi 

150 

78 
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Ultiiratcl^^* 
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All-New CD 


CGW’s Redesigned Disc is Easier to Use Than Ever 


T his month’s CG-ROM features an all-new interface and software 
engine. We think you’ll find it better looking and more useful than 
ever. If you have a 3D card, this month’s demos should be a good 
way to show it off. Several games support 30 features, suoh as the fantasy 
strategy game Warhammer: Dark Omen; the DESCENT-style shooter 
Forsaken; and the WWII tank-sim Panzer Commander, 

Magic; The Gathering lovers can test their multiplayer skills with 
ManaLink, while console-game fans can sink their teeth into Croc. If you 
dug Interstate '76, gel a load of the Interstate 76 Arsenal Pack. The road 
is calling for you. 

But maybe Lara Croft is more your speed (and why wouldn’t she be?}. If 
that’s the case, here’s your chance to take her for a test drive, in our 
revised Tomb Raider II demo that’s not time-stamped. All good things to 
those who wait. 

Finally, we hope you’ll take note of the very handy Revievirs Index includ- 
ed on the CD. We’ll provide this for you every month, so you can always 
have CGW ratings at your fingertips. 

Now what are you wailing for? Boot up, load up, and get down! 



May CG-ROM Titles 


TITLES 

PUTFORM 

DIRECTORY 

EXECUTABLE 

Begin 1.65 

DOS 

BEGIN165 

begin.exe 

Begin 2 

DOS 

BEGIN2 

begin2.exe 

Croc 

W95 

CROC 

crocdeffl6.exe 

Dark Omen 

W95 

DARKOMEH 

setup.exe 

Earthlink 

W9S 

EARTHLNK 

setup.exe 

Forsaken 

W95 

FORSAKEN 

setup.exe 

Interstate 76 Arsenal 

W95 

ARSENAL 

arsenal.exe 

Longbow 2 

W95 

LONGBOW 

ib2demo.exe 

ManaLink 

W95 

MANALINK 

setup.exe 

Panzer Commander 

W95 

PANZER 

setup.exe 

Professional Gamers’ League 

wgs 

P6L 

setup.exe 

Quest for Glory V 

W95 

QUEST 

setup.exe 

Star Dfk Quiz Show 

W9S 

TREKTRIVIA 

lnstall.exe 

Tomb Raider II (new level) 

W95 

T0MB2 

setup.exe 

Total Entertainment Network 

wgs 

MANALINK 

setup.exe 

Uprising 3dfx ed. 

W9S 

UPRISING 

uprising3dfxdemo.exe 

3D Control Center 


3DCC 

3dcc.exe 

NV3 Itueak Utility for Riva 128 v2.1 

NV3TWK21 

nvStweak.inf 

IWeek for 3Dfx 


TWEEK 

tweek.exe 

Heavy Gear patch 


TOOLBOX 

hgp187d.exe 

Longbow 2 patch 


TOOLBOX 

Ib2d3d.exe 

Shadow Warrior patch 


TOOLBOX 

sw3dfx11.exe 

Tomb Raider II patch 


TOOLBOX 

tr2p1.exe 


How to Get the CG-ROM 

T o subscribe to the CD-ROM version of the magazine, call (303) 665-8930. If you already receive 
the magazine without the CD, you must wait until your current subscription expires before receiv- 
ing the CD version. Please address subscription complaints to cgw@fieodata.com. Heodata is a 
magazine fuifillment house which is not owned or operated by Ziff-Davis. 

How to Use the CG-ROM 

T he CD Is Autoplay enabled and should begin upon loading it into the CD-ROM drive. Otherwise, 
select Start Menu in Windows 95, and type O:\RUN-ME (where D is the letter of your CD-ROM 
drive) to run it straight from the CD. Many demos require the disc to be in the CD-ROM drive in 
order to run; therefore, we recommend Installing the demos from our disc. 


► HOT STUFF We’ve dressed up our CD interface a 
bit, to help show off juicy demos like Forsaken, 



► WARHAMMER: DARK OMEN Play a Grudgebringer in this 
new 3D tactical fantasy game. 



► PANZER COMMANDER Think you can you handle 
multiple Shermans or Tigers? See for yourself in Panzer 
Commander. 











i5¥^“ 


tastutPoll 

c><MuRf>Cs 


BaHtezone 




ICUUkK 


(aiMiuiifjuti 


Top Five 
OemoB 

'aaactt 


fC Workshop 

f^!wiVrOWIJ«reM, 

J^Lo,i»cn»,£a^jy 


Ce ONLINE 


CGW’s Home 
on the Web 


Z iff-Davis has combined the taient and expertise of Computer Gaming 
World, GameSpot, and ZDNel to bring you the best gaming 
resources on the Web. Whether it’s the iatest game demos, breaking 
reviews, detaiied strategy articies, hot scoops, or oniine forums, 
you’li find everything you need to stay on the cutting edge. 

If you're looking for the fastest oniine nevtfs and reviews in gaming, turn to the 
experts at GameSpot. Here’s a brief overview of what you can expect on 
GameSpot over the next few weeks. To see these articies and others, point your 
browser to the uitimate gaming page at http://cgw.gaitiespot.coni/niay98. 


• Strategy Guides 

StarCrafI Blizzard's long-at'/aited 
science-ficlion strategy game is finally 
here, and GameSpot has the expert 
advice to help you through it. For those 
daring enough to test their multiplayer 
skills on baltle.net, CGlVs own Elliot 
Chin and Tahsin Shamma have some 
advice for playing the online version of 
the game, 

Ulltma Online Don't enter the online 
v/orld of Britannia unprepared, lurking in 
the dark shadov/s are vicious killers and 
creatures of the wild. And if IhQ/ don’t 
kill you, lag will. Let GameSpot help you 
find your v/ay to great adventure. 

Wing Commander Prophecy 
When you’re through ogling the 
amazing graphics, check out 
GameSpot's guide to help you fight 
your way through the missions on 
your way to victory. 


If You’re Looking for the Latest Online 
News and Reviews in Gaming, Turn to the 

Experts at GameSpot 


• Demos 

GameSpot has the most thor- 
ough and regularly updated game 
demo libraries on the Web, At 
GameSpot, you'll find demos to 
Ihese games reviewed in this 
issue of CGW: Balls of Steel, 

Andrehi Raciiig, VR Baseball, Tanarus, 
Subspace, Carmageddon, Du/JGEOtj Keeper, 
and more. 


• Special Features 

Online Gaming GameSpots online editor, Rebecca Anderson, 
scouied all the Internet gaming sites to help you decide which ones 
to join and what to expect when you do. 

Klingon Honor Guard Preview Get the early scoop on this 3D 
first-person game from MicroProse. Using Epic MegaGame's Unreal 
engine, the game, set in the Star Trek universe, should please 
Trekkies and action fans alike. 

Command & Conquer II: Tiberian Sun Preview Comlwid & 

Conquer fans, prepare to return to battle. Westwood Studios is 
L preparing to launch the next addition to this popular real-time 
I strategy game series. Find the latest and most up-to-date informa- 
i tion only on GameSpot. 

I Balder's Gate Preview Will Interplay's nerv role-playing 
I game please RPG fans and end the long draught in this genre? 
Check out GameSpol's preview to gel the latest information about 
the game. 

• Designer Diaries 

Ever wonder what's going on behind the scenes while those much- 
anticipated games are in development? GameSpot'^ Designer Diaries 
follow the progress of game designers like Jane Jensen, who is 
embarking on her third Gabriel K/jight game for Sierra On-Line, and 
Tim Schafer, who is working on Grim Fandango for LucasArts. ION 
Strom's Tom Hall also gives GameSpot readers regular updates on his 
new game Anachronox, and just added: Activision's Battlezone! 


■ m Isit GameSpot for demos, hints, tips, strategy guides. 

U and more for the games covered in this issue. Just 

W enter www.gamespot.com/may98 into your 

browser to find the following gaming essentials: 

Demos & Patches: 

strategy Guides: 

Sub Cullure 

Quake II 

Wing Commander: 

StarCrait 

Prophecy 

Wing Commander: 

Andretti Racing 

Prophecy 

G Police 


Uprising 


Quake II 




MARTIN CIRULIS 



Whats the ^ 
Deal with... 
Brains vs. Beauty 



0 I'm sitting 
down at the ol’ 
monster gaming 
rig the other day, 
booting up a 
copy of G- 
Police, and 
while all those 
incredible graphics washed over me 
the only thing that came to mind was, 
“Wow, a game that looks this great is 
really gonna suck." And while the 
game turned out to be not too bad, 
let’s face it; We aren't exactly talkin' 
about the Macbelh of sci-fi sims here. 

But the real issue isn’t G-Police- 
really-but, rather, why that thought 
came so easily to mind. What dark 
forces of computer gaming have con- 
ditioned me so thoroughly that my 
knee-jerk reaction is "Great graphics 
= silly crude gameplay." 

To be fair, part of it was due to the 
fact that I was playing a Psygnosis 
game. Psygnosis is a company that 
has proven lime and again that it is 
the Farrah Fawcett of the industry. If 
the game had turned out to be deep 
and complex, I would have stuck my 
head out the window to see how 
many of the other Six Seals had been 
broken. 

Deeper than this, though, is that 
l-and probably most of you old- 
timers out there as well-have been 
taught time and again that a game 
can have either Brains or Beauty but 
not both. In the past, if you wanted a 


tank game that was worthy of the 
word sim, you went with M-1 Tank 
Platoom and used your imagination 
with the giant polygons. If, instead, 
you needed a good-looking battle- 
field, you cracked open a Novalogic 
game and threw reality to the wind. 

And it's not just sims that created 
this little schism; strategy games 


yu Gamers 
must stop 
accepting 
that a game 
can either 
look real or 
he real, hut 
not both, yy 


embrace it wholeheartedly Again, the 
dim days of computer gaming show 
how everything begins with a grain of 
truth. Tigers on the Prowl looked like 
dogmeat, but what Command and 
Conquer fan could claim that C&C 
was taking air temperature into 
account for calculating cannon 
range? This equating of weak graph- 
ics with good gameplay has become 
almost a wargaming maxim, so that 
some grognards will slavishly put 


their faith in an ugly game without 
even bothering to examine just how 
well it plays. 

At some point in the past, dis- 
counting the odd exception both 
good and bad, I think this whole 
"Looks great/Less filling” rule was 
true, simply due to how much effort it 
took to pull good graphics out of 
those older machines and cards. 

Let’s face it, if you could make some- 
thing look even vaguely realistic or 
interesting in VGA, you were either a 
genius or you just didn’t have an 
awful lot of lime left over to actually 
flesh out a game. 

BUT TIMES CHANGE 

Today, however, not only are the 
chips much more powerful, but the 
new graphic software gives program- 
mers the ability to create and manip- 
ulate Incredibly realistic images in far 
less time. 

Yet, despite this, we gamers still let 
developers hand us that either/or 
choice when it ain't necessarily so 
anymore. The technology has grown 
so much more powerful and efficient 
that we should no longer take for 
granted that having a battlefield of 
dozens of discrete, detailed, moving, 
3D objects means there was no lime 
to make G-Police a deep game. Or 
that we have to accept the barren, 
empty worlds of Heavy Gear just 
because the game managed to incor- 
porate the weapons table and back 


story from another cool figurine 
game. There’s just no reason why we 
can’t have a WWII tactical game that 
looks as good as Total Annihilation 
but runs the numbers as well as 
Steel Panthers does. 

All we have to do Is slop falling for 
the old gag. Slop accepting that a 
game can either look real or be real, 
but not both. And in case you don’t 
believe me, I suggest you take a gan- 
der at Longbow 2. Now there’s a sim 
that shows that you can craft a nasty 
piece of reality and still have the time 
to paint a pretty picture. 

A buddy of mine used to have the 
annoying habit of taking the wind out 
of your sails every time you were try- 
ing to show off your computer with a 
looker game such as Magic Carpet 
or Wing Commander. He would just 
nod appreciatively, scratch his great 
spherical head a bit, and say, “Boy 
this sure will look great in a few 
years, huh?" Well recently he came 
to me and pronounced that "a few 
years" had finally arrived— and 1 had 
to agree that computer games were 
finally starting to resemble those 
arcade fantasies that we used to 
have after a long day of Battlezone or 
Star Wars. 

The future is now, and I just hope 
developers can leave behind the pre- 
conceptions of the past and realize 
that it is well within their power to 
give us beauty with our brains, and 
vice-versa. % 
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THIS IS YOUR GAME 
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www.accolade.com 


-ONLINE GAME REVIEW 



■ PC GAMER 


3D GamepI: 
motfon Cap 


' Engine featuring 
ired polygon playei 






f^'Pliy Situational Hitting to Maximize ^ 

' ' the Talents of your Players 

NEVV Consecutive Season Play with the 
" fAmateur Draft 

DEVI • improved Fielding and Base Running 
— Controls 


Custom League and Schedule 
Generator ’ 

Multi-Player Action via Serial, 
Modem and Local Area Network 

idtlNj Ploy Ptoo Cy®'' tl’o Internet with 

Accolade's Game Matching Service 
NetAccolade'" 

HEVil t Out of the box support for Direct 
3D and MMX 


HpN# Inter-League Play 


HardBali® 6 Is a reglsterad trademark of Accolade, Inc. The All-Time team Is a trademark of Accolade Inc. @1998 Accolade, Inc. Created By MIndSpan. Officially Licensed By Major 
League Baseball Players Association OMLBPA. Major League Baseball trademarks and copyrights are used with the permission of Major League Baseboll Properties, Inc. Various players 
under rights licensed by CMC Worldwide, Inc., Indianapolis, Indiana 46256. PlayStation and PlayStation logos oro trademarks of Sony Computer Entertainment, Inc. 



of the greatest players in baseball history. 
Includes Babe Ruth, Jackie Robinson, Lou 
Gehrig, Whitey Ford, Roy Campanella, 
Dizzy Dean and more. 


your 

wn Major League^*^ 
ynasty in Consecutive 
eason Piay. Includes 
rafting, trading, free 
gents and minor 
ague systems. 
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ORDER DIRECT CALL 1.800.245.7744 




Download the demo today at 

www.accolade.com 

www.majorleaguebaseball.com 
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GO TO #293 @ www.cotnputergaming.com/infolink 
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